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FRAZZLED, FROZE 

AND FLATTENED BY LOGS. 

COCO NEVER 

SUFFERED LIKE THIS. 





£ 44.99 


Roll up. Roll up. Kid Klown's come to town. A five level 
platform adventure with an isometric view, cartoon 
graphics, and a wicked sense of humour. Split your 
sides as bombs explode in a crazy chase that'll give 
you thumbs that are as red as your nose. For more 
information call the Nintendo Hotline. 01703 652222. 
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OROKHl ITS OREDDtt 

A decent game featuring Mega City's finest, 
most fearsome lawman has been a long time 
coming. Now, tied to the forthcoming movie, 
just such a game is almost here. NMS is grant¬ 
ed an EXCLUSIVE tour of the Halls of 
Justice. We escaped to tell the tale too, on 
page 10 if you please. 


* 
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FRONT MISSION 

It's big, it's dangerous, it's got gurt big robots 
in it and I be afraid of it. It's called Front 
Mission and it's by those masters of all things 
that do not suck, Square Soft. It's also been 
keeping Gary Harrod up late into the night, 
but perhaps the less said about that... 
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Ocean have certainly stayed faithful to their 
Addams Family licence - this is the third game 
in the series. No, it's not another platform 
game this time, it's an RPG and it's 
the best Addams game yet. Dirty 
up your uncle Ernie's raincoat 
and shuffle off to page 28 for 
our EXCLUSIVE review. 


WMPONLORD 

Namco aren't known for their beat 'em ups, 
but here's a game that may change their repu¬ 
tation. It's Weaponlord and it's generating 
much excitement because the development 
team were also responsible for Super Street 
Fighter, of all things. With a pedigree like that, 
how can it possibly fail? 
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Game Boy owners usually get the short 
straw where great beat 'em ups are concerned. 
Now they can smile smugly, well, only if they 
own a copy of World Heroes Jet. It's got more 
in it than most bigger beat 'em ups. It's better 
too and we've reviewed it on page 36. 

HISTORY OF NINTENDO 

It's back to school this month - for a history 
lesson all about Nintendo. I'm afraid your nor¬ 
mal teacher can't make it in today so we're 
going to have to leave you in the capable 
hands of Mr. Davies. Now it's his first time 
teaching a class, so best behaviour please. And 
no talking either. Jenkins!!! Put that 
stoat down this instant... 


UlIRAMUPOm 

Anticipation of Nintendo's wonder machine is 
almost unbearable. And now that we've seen 
what the Ultra 64 is capable of, we're going 
through several pairs of clean trousers a day! 
Don a pair of bicycle clips and turn to page 92 
this instant to see for yourselves how 
good it looks and why it's going to x 
leave the opposition nursing 
some nasty bruises and smelling 1 
of poo. It's that AMAZING! 
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HOTLINE HUPHEAVAL 

If any of you had been wondering why your calls to 
the palace of righteous wisdom that is the 
Nintendo Hotline were not being answered recent¬ 
ly, wonder no more. You see they've been having 
a bit of a change around down at head office, and 
why? They've been installing top new computer 
equipment to make them more helpful and effi¬ 
cient. "Impossible!" I hear you cry, but true all the 
same and the Hotliners are now the very proud 
owners of an all-new system called Folio View. This 
works like a kind of global network of tips, cheats 
and general gaming advice for practically every 
Nintendo game on all platforms. Blimey! It's the 
Ninternet! Anyway, Nintendo reckon this system is 
so good that the Hotliners should be able to 
answer any question on any game. There's only 
one way to find out how good this new system is, 
though, and that's to put it to the test yourself. So, 
go on, give 'em a call on 0703 652222 and surf 
the Ninformation superhighways together. Or 
something. There'll be a more in-depth report on 
this exciting ninnovation next issue. 
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SUPER DUPER TROOPER 

JVC have been a bit quiet of late and that's because they've 
been hard at work with Time Cop and on this interesting little 
title - Big Sky Trooper. Earth is under invasion by the slimy Slug 
Lord and his evil alien Armada. Jack Spudtop, a couch potato 
with nothing better to do, has volunteered to see the vile galactic 
scum off so, armed with a powerful Atomic Cannon and a robotic 
mutt called FIDO off he trots under the player's guidance 
through a series of puzzles, mazes and action levels that span 
the entire galaxy. Not your average puzzler, platformer or RPG 
this one - it's an innovative combination of all three. Well that's 
what JVC reckon, we'll have more on this inter-dimensional, 
pan-galactic romp next month. 


VIDEO GAMES RULE! 

Friday night is couch potato night. From about 
7.30pm it's a veritable moronathon with much 
remote-twiddling between the cack on channels 2 
and 4. However, all channel-hopping ceases at 
around midnight when MTV's hormonal heroes, 
spankers of monkeys and purveyors of all that does 
not suck, Beavis and Butt-head take the airwaves. 
Their moronic ramblings make the perfect antidote 
to the night's viewing - especially if you've had one 
or two "sherbets". And soon, thanks or no thanks 
to Viacom, the chance is yours to con¬ 
trol their inane antics in the 
game of the series. Our epony¬ 
mous heroes have tickets for 
the forthcoming GWAR con¬ 
cert. However, due to a hor¬ 
rendous poodle/lawnmower 
incident the tickets have been 
torn up and spread around 
town. The game involves a 
quest for the ticket 
shreds via a 
series of action 
and puzzle situa¬ 
tions with anima¬ 
tions created by the 
series' producer, 

Mike Judge. All sounds 
suitably moronic. Review, 
like, er, next issue. Or 
something. 


KONG KREEPS KLOSER 

Grrr! If there's one thing guaranteed to make the blood boil it s Nintendo scheduling a 
product only to pull it back for "reprogramming", "improvement", "de-bugging" or what¬ 
ever reason. So far it's happened to Uni Racers, let's not even mention the Ultra 64 and 
now it's happened to Donkey Kong Land. The game, despite being practically complete, 
has had to go back in for a bit more tweaking. The reason? Apparently it looked great 
on the Super Game Boy but the amount of on-screen detail made it hard to see on the 
standard Game Boy. You think they might have thought of that first time around! The 
end result will doubtless be worth the wait so apologies for not delivering the Work in 
Progress as promised last month, here are a few screenshots to remind you of what you 
could, and indeed should, have been looking at... 
























































NORTHERN LIGHTS 

Nintendo have recently announced the addition of three new 
members to their "dream team" of developers for the Ultra 64. The 
first on the hip list is Software Creations Ltd. now these are particu¬ 
lar favourites in the NMS office, not in the least because they 
developed Andy's fave platformer, Plok. Software Creation, 
though, have not been signed to simply develop games for 
Nintendo's wunder machine. Because of the marvels they have 
been able to work with game music they have been asked to 
develop "Sound Tools" - a package for Ultra 64 developers that 
will provide cutting-edge audio capabilities. Software Creations 
have also been brought on board to develop a brand new game 
for the system, although no title has been announced as yet. 
Whatever it is, you can guarantee it's going to sound great. 

FOKKERS AT ONE O’CLOCK 

Now here's a novelty, a Dream Team software house who are 
happy to talk about their forthcoming developments for the Ultra 
64. The team in question are Sierra On-Line and the game is Red 
Baron. Already a smash on PC 
formats, the game puts the 
player in the seat of a World 
War I fighter plane and against 
20 or so actual WWI flying aces, 
including the Bloody Red Baron 
himself. Each warplane is accu¬ 
rately modelled on the real 
thing and each fighter's charac¬ 
teristics replicates the combat style of the real heroes/villains in 
question making for some brilliant dogfights and, given the capa¬ 
bilities of the machine, a flight sim unlike any other. Can't wait. 

ANGELIC UPSTARTS 



If you're going to bring aboard hot developers for an even hotter 
system like the Ultra 64, you'd be wise to investigate those with a 
proven track record of computer graphics excellence. And that's 
exactly what Nintendo have done in signing up the next members 
of their Dream Team, Angel Studios. Angel Studios may not be a 
household name in the games industry but most of you are proba¬ 
bly familiar with their work in the movie and rock video genre - 
they produced the amazing visuals for the film Lawnmower Man 
and the high quality renderings in Peter Gabriel's Kiss That Frog 
video, winner of the 1994 MTV award for best special effects. Work 
has already begun on the as yet unnamed game. Diego Angel, 
chief executive officer at Angel Studios has this to say about it - 
"The creative energy being committed to this game by the staff at 
Angel Studios coupled with the capability to render 'on the fly' in 
real time as built into the powerful Nintendo Ultra 64 system will 
produce a video game unmatched in its graphics quality and 
interactive game play enjoyment.". Whatever this game is 
you can guarantee it'll look good. Maybe we should 
introduce them to Software Creations! 



IZZY WIZZY LETS GET BUSY 

Things move so fast in the wacky world of video gaming that licensed 
games often arrive well in advance of the movie/event they are tied 
into. Such is the case with US Gold's forthcoming release, Izzy's 
Olympic Quest. Izzy, apparently, is the mascot for the 1996 Atlanta 
Olympics, not that he's a native of Atlanta, though, that would be too 
simple. No, Izzy inhabits the fantasy paradise world within the 
Olympic torch. He dreams of being able to compete in the Olympics 
and has been promised the chance providing he can earn the five 
Olympic rings awarded for perseverance, integrity, sportsmanship, 
excellence and brotherhood. What ensues is a platform romp with Izzy 
utilising his morphing abilities, overcoming challenges and defeating 
enemies - a trial by fire, you might say. And if that's not enough 
there's going to be a series of cartoons produced by Film Roman, the 
team behind the Simpsons and Garfield series. Izzy will be hitting the 
shelves in May and this very mag next issue. 



ANIMANIACS 

Just when you thought it was safe to remove that baloney from your 
slacks, those zany-to-the-max Animaniacs put in another appear¬ 
ance, but this time on the Game Boy and Super Game Boy. Game 
Boy owners will be pleased to know that this is no straight port-over 
of the Super NES version, although the story is pretty much the same. 
This time around, due no doubt to the Game Boy's limited abilities, 
players may only choose to play one Animaniac at a time. Like, the 
big version, though, each Yakko, Wakko and Dot each have dif¬ 
ferent abilities, some more suited for certain levels 
than others. Dot blows a deadly kiss, 

Yakko has a shorter-range 
spangy bat/ball thing and 
Wakko has a flippin' big 
hammer. Early impressions 
of this game are 
favourable, but 
then again all 
Konami games 
look good. We'll 
have more next 
issue. 
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BKIllt PINBALL 


There've been relatively few decent Pinball games tor the super 
NES, in fact only two come to mind - the impossible to find Jaki 
Crush and Gametek's Pinball Fantasies. Neither, however, made 
the best use of the Super NES. Jaki Crush, for all its gothic glories, 
was a tad on the small side - just the one table with a handful of 
bonus mini-tables. Pinball Fantasies, on the other hand, had four 
tables, was a bit more responsive than Jaki Crush but was let dow 
in being a bit too straight for its own good. Here's a game, 
though, that could change the face of Super NES pinball as we 
know it. It's called Battle Pinball and it's by the producers of Puyo 
Puyo, Banpresto. It's a kind of "best of" of all the other games - it 
has four different tables all themed around Bandai toy characters, 
loads of bonus bits, multi-ball laffs and it doesn't pretend to be a 
"real" pinball game either. All told it's silly, it's fun and it s been 
keeping our thumbs warm alot recently. Full review next month. 


POND LIFE 


MEGA CONFUSION 


Now that the NES has been well and truly pensioned off, nay, 
sent to the knackers yard, the question rises as to what's going to 
happen to those great old Megaman games? We were up to 
number six in the series band the games themselves were just 
getting better and better. Fear not, unholy lovers of humanoid 
devices with robotic dog sidekicks, for Megaman is set to return in 
all his original glory in the imaginatively-titled Megaman 7, and 
it's on the Super NES! Try and figure out the Marketing strategy 
behind that one - they've only just released Megaman X2! 
Megaman 7 weighs in at a hefty 16 meg, which is larger than his 
previous Super NES outings, it does seem to lack, however, the 
polished feel of X and X2, and nor does it have the C4 chip that J 
allowed graphic enhancements in the latter. But a little thing 1 
like the lack of a special chip shouldn't get in the way of what I 
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DARUMA QUEEN 

Here's an odd little puzzle game, it's called Daruma Dojo and it's by 
Den'Z. It stars two characters, one of whom looks like 
Hammering Harry's Dad and the other bearing a passing resem¬ 
blance to Pocky. A one or two-player game, the object is to whack 
three or more matching blocks out of a ruddy great, mixed up pile 
of the blighters in an attempt to clear the lot away. In the one- 
player game this must be done before a weird baddie reaches the 
top of a rope. In two-player it's far more fun as you're able to mess 
things up for your opponent. Add to that a host of extra puzzles, 
endless rounds and such and you've a game well worth investigat¬ 
ing in our full review next month. 



KAWASAKI"! BLESS YOU... 

Motorbike racing games of quality and distinction are about as thick 
on the Super NES ground as something that is very thin and trans¬ 
parent indeed. Kawasaki Superbikes, a new title from Time Warner, 
aims to change all that and, if our early impressions are anything to 
go by, it may well succeed. The game puts the player astride a big, 
throbbing and, no doubt, red machine and hurls them around a 
series of twisty, turny, tricky and based-on-the-real-thing tracks at 
quite startling speeds. The game mixes sprites and polygons to good 
effect with a nice bit of tilt around corners. All this and two-player 
too. Could it be the one to bring a bit of "sheen" back into the 
genre? Find out next month. 


HALF-PINT HOOP HEROES HERALDED 

It's that time of the month again where we pay tribute to those 
lanky lads and their ball-handling exploits in the lofty 
world of the NBA. Or is it? You see the first of this 
month's releases is not, infact, a homage to the more 
vertically challenged members of the NBA teams. Titled 
Below The Rim the video features players like Mark 
Price, Tim Hardaway and the almost-cute Muggsy 
Bogues. Unsurprisingly the video chooses to highlight 
their long-range, dribbling and defensive capabilities 
rather than their slam-dunking prowess, mainly 
because well, they don't possess one. 

The same can't be said of the stars of the second 
release, NBA Superslams. This truly is a dunk-fest to 
end them all and features more s.p.m - slams per 
minute - than any other NBA video. Expect to see 
the usual roster of NBA superstars - Jordan, O'Neal, 

Kemp etc. Both video are ace and are in 
the shops right now at £10.99 via Fox 
Video. But why buy when you can win.? 

Fox Vido and First Artist have generously 
donated a copy of each video for five lucky 
readers who can answer this question: 

MUGGSY BOGUES PLAYS FOR WHICH 
TEAM: 

a. Charlotte Hornets 

b. Charlotte Wasps 

c. Charlotte Guinea Pigs. 

Answers to the usual address, see Editorial 
for last month's winners. Next month 
prepare for a Shaq attack! 


BUG OUT BIG TIME 


Games with Rabbits in them are a bit like Creme 
Eggs, you know - they always appear around Easter 
time. If you don't believe us just take a gander 

along your local gameshop shelves and 
witness the proliferation of Bugs 
Bunny carts that have 
appeared as if from 
nowhere. In fact they've 
come from Marubeni and 
it's actually all part of a 
clever marketing campaign to 
make us buy the game at a 
time when we're most open to 
all things Rabbitular. Clever eh! 
The game itself charts Bugs' 
attempts to hunt down Daffy 
Duck. Daffy, you see, plays a 
crazed animator in this game and 
he keeps erasing Bugs and 
depositing him in a series of hostile 
environments featuring hosts of 
familiar Looney Tune faces and 
lashings of ACME-type humour. 
Here's how its looking, full review to 
iy follow next issue. 
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(ABOVE) Dredd in C-5 incic 


THE GAME 


Made up of 14 levels, the game covers the variety of locations in 
the film. From the perp-infested street levels of Mega City One, to 
the heights of the Halls of Justice, and back down below the city 
and into the sewers. In all Dredd battles his way through three 
sub-levels before confronting Rico and, later, the Dark Judges. The 
hazards are unrelenting, ranging from flame-throwing skinheads 
to the thermal-chasing hoods of Chopper's air surfing gang. 
Throughout all of this lawless chaos, Dredd has only his wits and 
Lawgiver sidearm to keep trouble at bay. However on route, the 
hapless felons who fall victim to the strong arm of the law, have at 
least some use by dropping other non-regulation weaponry. In a 
break from his foot patrol duties, the Judge also takes to the skies 
above Mega City One for a spot of airbike authority on his 
Lawmaster patrol bike in glorious Super NES generated Mode 7. 


DREDD-OGRAPHY 

Way back in 1977, a writer going by the name of John Wagner 
devised a central character who would represent judge, jury, and 
executioner for an all-new adult comic. A man from a possible 
future of post-apocalyptic urban sanctuaries, where he would reign 
supreme over the excesses of citizens. After drafting the first Dredd 
script, Wagner contacted an artist friend Carlos Ezquerra to visu¬ 
alise the character he had dreamt up on paper. Already an 
employee of comic giants Fleetway, Ezquerra took Wagner's script 
and brief and constructed the figure of the ultimate guardian of all 
that is law and order - Judge Dredd. 
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The name on everybody's lips, Judge Dredd is 
set to pack cinemas the world over when he 
makes his screen debut this summer. As ever 
NMS is hot on the EXCLUSIVE trail of the 
Judge’s imminent conversion from big screen to 
little screen with these EXCLUSIVE screenshots 
of every detail of the game, courtesy of Acclaim. 


The task of converting such an enormous project has fall¬ 
en to the veteran programming team Probe. Already 
renowned for their impressive arcade conversion of last 
autumn's smash hit, Mortal Kombat II, the team have 
opted for 16 Megs of platform action starring the Judge 
and a host of other faces from the hugely successful 
2000 AD comics. The game is heading for a simultane¬ 
ous launch with the film around the May period, but be 
sure to look out for more hot info on what is sure to be a 
summer smash in a future issue. 
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(ABOVE) Honey Monster crouches behind Dredd in a tense moment just before 
his mate rushes on - stage left - to push the lawman over his back. 
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Stay away from my 
nest, y'here! It's mine , 
mi... ouch! Ow! HEY! 


THE MOVIE 

Although filming has finished on this epic adventure, Colombia- 
Tristar, the movie's producers, are keeping mum as regards the 
finer details of the plot. However according to NMS moles within 
the production crew, the storyline concerns itself with a campaign 
to discredit Dredd and involves the Judge's genetically-manufac¬ 
tured twin brother Rico. Our man on the set also described the 
sheer scale of the four storey high buildings, thousands of extras 
garbed in weird and wonderful costumes, and hinted at a spectac¬ 
ular airbike chase through the streets of Mega City One. 
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ANDY 

.... MRS COMPO 

They're mean, Ihey're lean, they're not from East Cheam! Those Biker 
Mice are back after a successful 86% result for their race 'em up on 
the Super NES, but this time they're handing out goodies galore! Yep, 
listen up, for some five lucky readers have the chance to win a copy of 
the game plus top choc Snickers style action, and a further five run¬ 
ners-up will grab an exclusive Biker Mice poster and the same choc 
treats! As every Biker Mouse knows, Snickers is the only food that 
gives the Mice the hunger satisfaction they need to make them invinci¬ 
ble to attack, and if you want to get in on the Biker Mice prize give¬ 
away, all you have to do is answer this simple question: 


NINTENDO 
PEOPLE SYSTEM 


CRASH! BANG! 

WALLOP! OUCH! ^k 
Even the most ^k 
vigilant of 

Green Cross am m 
Coder knows 
the risks of |V 
crossing the 
roads of our 
congested 
towns and 
cities. Revealing 
all for this the 
first time, are the 
NMS team and their 
pedestrian crossing calami¬ 
ties. 


ANITA MCVITTSKI 

Even our noble Editor has come a 
cropper in the past when faced 
with the capital's gridlocked 
highways and byways. 
Only the other week, 
Andy took his life 

* into his own hands 

A by foolishly ignor- 
•iiitfAr \ ing the blatant 


j ting out into the 
/ on-coming flow 

" / hogs. The resulting 

r pile-up of epic pro- 

—-vehicles from across the 
globe, eventually collapsed 
around the untouched torso of 
NMS' CIC, who suddenly realised 
the glaring tear in his jeans and 
brought the entire City of London 
to a standstill. 

FAVE GAMES:INTERNATIONAL 
SUPERSTAR SOCCER 











What satisfies the hunger of six foot superhero 
Biker Mouse from Mars? Is it: 
a. A ten week old hunk of mouldy cheese lying in a 
mousetrap? 

b. A plate of liver and onions packed with pipes? 
c. A bar of extreme peanuts and choc combo - better known to 
the local confectioner as a Snickers? 

Slam those answers on a postcard, and send them to: CHEESY RIDER 
COMPO, A/MS, 30-32 FARRINGDON LANE , LONDON, EC1R 3AU. 



PINBALL COMPO 


UPDATE 

This is NMS compo control calling all 
Popeye Saves The World entrants. 
The deadline for your efforts is T 
Minus one month and counting! If 
you haven't sent in your entry to 
what has to be the most fab compe¬ 
tition in recent NMS history - WHY 
NOT?! We've had an outstandingly 
superb response from potential 
pinball wizards from all over 
the country, so to spur on all 
of you slow coaches out 
there, here are a couple of 
examples of the kind of 
quality we're looking for. 

Now get to work and send 
those entries to: FORGIVE 
MY TARDY RESPONSE TO 
WHAT HAS TO BE THE 
MOST EXCELLENT PIN¬ 
BALL PRIZE GIVEAWAY, 

NMS, 30-32 FARRING¬ 
DON LANE, LONDON, 

ECIR 3AU. 


RATINGS GUIDE 

96-100 

Yes why not! It's a hot afternoon after all. Mine's a pint 
thanks...Ahhh. A real satisfying thirst quencher! It's wonderful 
isn't it when you can enjoy a social drink without the need to go 
crazy or be stupid about it. Lovely! 

9JU95 

([Nintendo) 

ANY GAME SCORING 91 PER CENT OR ABOVE IS IMMEDIATELY 
AWARDED THE NMS SEAL OF QUALITY. THESE GAMES ARE NMS 
RECOMMENDED AND ABSOLUTE MUST BUYS. 

Oh, ok then. It is such a lovely day after all... No, I'll buy this 
round. No 1 insist. 1 don't have much money but if you can't treat 
yourself to a couple of pints now and then, what's the point 
eh?...Excuse me, barman!... 

86-90 

...I'm not sure whether it's such a good idea to have a third pint. 

1 don't want to spend too much money and 1 really should be 
getting on with the days chores...Yes, 1 suppose it is really hot 
and stuffy out, and sitting here is very pleasant...Oh what the 
hell then! Get em' in... 

70-79 

...Right! My round then! Come on drink up! I'm gonna have a 
chat with that bird at the bar...Eh up love! Couple of pints if you 
don't mind barman. Nice day eh dear?.. 

60-69 

...Nahh, you're talking rubbish. Look, this is how it is right and 1 
know. If you stick just one up front and get the midfielders 
pushing up more you'll - 'ere hang on, wass these empty glass¬ 
es!? Time for you to get 'em in mate!. 

50-59 

...No mate, 1 mean it. 1 really respect ya. Na straight up 1 do. 1 
mean we don't say this sort of fing enough ya know. Na 1 love 
you, you're me best mateL.'Ere, I'm gonna buy you a drink!... 

40-49 

...WhaheyL.What's the time? Only half eight? Nice one! We got 
two more hours still. Right get em' in!...0ut of money?! 'Ere, 
take this twenty quid and sort us out....Nahh, course 1 can afford 
it. It's only money! Oi! Barman two more pints o' cookin' now! 

m 

GAMES SCORING BELOW 40 PER CENT ARE IMMEDIATELY 

AWARDED THE NMS KIPPER OF COMMISERATION, THE 

ACKNOWLEDGED BENCHMARK OF BADNESS 

...Like, 1 loved her ya know and...heh! Life eh? 1 just didn't get 

the breaks...No one understands mate, ya know? No one cares 

but us mate. Me un' you 'gainst em' all eh?! I'll get you a 

refill... 

20-29 

...Yea some chips as well, and can 1 have some chilli sauce on 
the kebab mate... 

0-19 

...Bleeurrghh!!... 


GERALDINE HARROD 

Pity the poor juggernaut that steps 
in front of our resident iron-pump¬ 
ing design meister! With his 
bare teeth, Ga has 
been known to rip 
the bonnet off an 
everyday saloon 
car, masticate 
I the raw steel, 
and spit out a 
hail of the 
deadliest 
shrapnel 
into the 
offending 

motor vehicle's tyres, ren¬ 
dering the helpless driver 
stranded. In fact you 
could say, Ga doesn't like 
things on wheels very much, 

'cept of course the extra 
tough, leaded-pedalled exercise 
bikes down the gym. 

FAVE GAMES:FRONT MISSION, 
MISSIONE DEL FRONTO, IL MIS¬ 
SION FRONTERINI 



PETULA DAVIES 

Freed from the shackles of terra firma 
thanks to his recently acquired 
Tempest 2000 personal jetpack, 
Paulus Maximus travels with the 
birds towards the gleaming spires 
of Emap Towers of a morning. "It's 
brilliant! Honest, none of this tube/ 
bus tomfoolery anymore. With one 
simple motion, I just whoosh and 
go!" So that will explain 
the sky-high bills 
from the air fuel 
depot, and the 
unsightly state 
of Paul covered 
head-to-toe in 
pigeon poo of 
recent. 

FAVE 

GAMES:SUPER 
MARIO WORLD, 
KILLER INSTINCT, PUYO 
PUYO 



PENELOPE BARRELLSKI 

Our honorary Emo Phillips imper¬ 
sonator, Petey, is downright cap¬ 
tain sensible when it comes to mat¬ 
ters of a tarmac nature. Reciting 
the Tufty Club code of honour at 
every lunchtime pavement inter¬ 
ruption, el Petester insists on all 
team members 
forming an 
orderly 
crocodile 
in prepa¬ 
ration for 
the zebra 
crossing. 
Chirping his 
orders like a 
prehistoric 
cuckcoo clock, 
stepping out of line 
while under his supervision, is an 
offence punishable by supersonic 
eardrum-shattering trills of 
"Luwerly cup of coffeeeee!" 

FAVE GAMES:BATTLE PINBALL, 
HEBEREKE POPOON, JAM TE 



PAMELA BUFTON 

Now we're not saying that 
Paulito is accident prone (no 
missus, not in the slightest), but 
the boy Bufton does have a cer¬ 
tain affinity to tak¬ 
ing big bites 
out of bike 
helmets. 
Many's 
the time 



we ve 
caught 
him 

down the 
Farringdon 
road trying 
to coax the 

roughest and toughest bikers in 
the capital to let him test his 
enamel against their fibreglass 
resin composite. One of these 
days he's gonna come a cropper 
if he's not careful, you know! 
FAVE GAMES:DOMINOES, 
FRONT MISSION, JAM TE 






















Thar's a noo gun around. A noo law thas gonna clean up this here one 
hoss town of East Driftwood and dust the asses of Black Bart and his 
Bad Oil Gang once and for all. He’s no ornery lawman either. Tin Star’s 
his name and boy, this dude’s heavy! No, he really is - this guy’s a-fash- 
ioned from metal as shiny as that shee-eriffs badge he wears on his 
tunic Shoot!- even his hoss is fashioned from that noo-fangled aloomin- 
yum ' Thing is, since Black Bart robbed the bank, the good folks of East 
Driftwood only have enough cash left to employ Tin Star for a week, so 
he’s gonna havta get hisself some deputies and this is where you come 
in pardners. And lissen up, you’d better come in quick cos I’m all run out 


NO GREEN BOTTLES 


There's plenty of glory in being a dead-eyed Sheriff but it don t 
pay well and nor does it keep a feller fed. Good job then that Tin 
Star can earn a few extra dollars by demonstrating his sharp- 
shootin' skills at the beginning of each day with the bottle game. 
Here the object is to blast one or more bottles off a wall and 
keep them in the air by repeatedly shooting them. The longer 
they stay airborne, the more cash Tin Star earns. The more cash 
Tin Star earns the more often he'll be able to pay to save his cur¬ 
rent game. Alternatively players may choose to save the dough 
and try for one of the many different endings the game promises. 


(BELOW) The Vitolite 


inflower interrupts play. 


AST BLA TKRA- rT ANDjHIS 
^^mTicyST. TOOTINEST, S_H 




■*eadL of sanitation? 


Gnat’ll teach these dang 
women tc stay out of gun 


- m going to count to five, 
Dne... Two, 


Seven 
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EASTLY BAD OIL BANDITS! 

D TINEST GAME IN TO j WN 

(RIGHT) I spy with my little eye something beginning with 
nasty-gunshot-wounds~to-the rear ... 


COUNT THE DAYS 
UNDERTAKINGS 

At the end of every round Tin Star's performance is assessed and 
cash is either added or deducted depending on how many bad 
guys he shot, how many bullets he wasted, how much damage 
was done to the town and so on. There is also a rather tantalising 
Secret Bonus awarded - or not awarded as is more often the case. 
You see, aside from shooting the many Bad Oil bad boys there are 
many parts of the background that can be shot too, be it the bot¬ 
tles of Redeye the bartender lines up in the saloon or the rock for¬ 
mations in the distance throughout the Train Chase sequences. 
Bonus points are awarded for each item shot and if enough are 
amassed a special Bonus Round is automatically entered. 




UNLUCKY NUMBER 
SEVEN 

There's no rest for the wicked and, unfortunately even less for the 
good and the trouble starts for Tin Star before he even reaches the 
town of East Driftwood. The Bad Oil gang get wind of Tin Star's 
imminent arrival and send Boss Joe Twiddley after his stage coach. 
And that's just the start of it - all told Tin Star has a full week's itin¬ 
erary of Bad Oil bad guy blasting ahead of him, each day repre¬ 
senting a new set of challenges. Most days have one thing in com¬ 
mon - they start at dawn and end not at sundown, but at 
Showdown where Tin Star faces off in a quick-draw shootout with 
one of the Bad Oil badasses. 


THREE THE HARD ’WAY 

In the old West there were at least six million ways for the bad to 
take the one-way stage to Boot Hill. Things ain't so varied in Tin 
Star, however, and the would-be lawgiver has only three ways of 
dispensing justice at their disposal, but as anyone will tell you - 
trouble comes in threes, and never was it more true than in Tin 
Star. Time to meet your new friends - Messrs. Joypad, Mouse and 
Super Scope, these fellers should help you tan the metallic hides of 
the Bad Oil Gang once and for all. The Mouse is easy and fer 
beginners, the Super Scope is harder to handle and suitable for 
average players, but hardened six-shooters are advised to try and 
defeat the Bad Oil gang with the aid of the humble Joypad. 




























(ABOVE) No wonder they don't have 
New Age Travellers in the States. 


Okay so we previewed this title some seven 
months ago, but that was then and the game 
has been much improved since then . It’s 
pretty much complete, in fact, and it’s looking 
good, but don’t just take our word for if... 


Only o few years ago, if you were making a movie 
and wanted a bad guy/mad scientist or whatever, there 
would only be one choice - A Russian. Nowadays it's ter¬ 
ribly unfashionable to portray Russians as the baddies, 
they're supposed to be our chums, after all. But hey, that 
doesn't matter because there's always somebody else lin¬ 
ing up for our disaffections. How about those nasty drug¬ 
smuggling South Americans? Or what about a Middle 
Eastern terrorist-types who could look like, ooh, Saddam 
Hussein or Colonel Gadafi perhaps. 


Funnily enough it is just two such stereotypes who "star" 
in Gremlin's forthcoming Heli-blaster, Jungle Strike. They 
are Kilbaba Jnr - mad son of the daft-as-a-spoon Middle 
eastern Dictator from Desert Strike, and Carlos Ortega - 
Peruvian peddler of pernicious pharmaceuticals. Probably. 
This unlikely duo have formed their own alliance from hell 
and are threatening to either blow it up the Western World 
with nuclear weapons, or at least get it all hooked on some 
nasty drug. Only you and your Comanche 'Copter can 
thwart their plans by killing their agents and locating their 
HQ deep in the South American Jungle. It's a tough job and 
is going to need icy cool, bravado and thumbs of steel. Can 
you handle it.. 


(ABOVE) How many times have I told (ABOVE) Aye, aye is that some fuel 
you Scouts not to camp in my field! I spy? 


AVASSIVi: JIIME-Lra GROOVES 

Given that this particular game boasts the name of Jungle Strike it 
seems a little odd that a good deal of it is spent nowhere within a 
thousand miles of any actual jungle. The first few missions are 
actually spent patrolling a very rural-looking Washington DC 
where the troops of Kilbaba threaten to bring terror to the streets, 
destruction to the capital's monuments and, gasp, death to the 
President if they manage to ambush his motorcade. If these mis¬ 
sions are successfully completed the game moves on to the seaside 
with the player commandeering a hovercraft of all things. And 
that's to say nothing of the special Supermarket level where the 
player gets behind the bars of a Tesco... oh alright I am making 
this last bit up... 


(Tims) 16 


EOlllt WHOM THE RELL TOLLS 

So what do Helicopter Pilots do on their days off then? A couple of 
rounds of golf? A spot of fishing perhaps? No such luck, because 
when Pilots aren't away assaulting enemies in their Assault 
Helicopters they're off assaulting enemies in an interesting variety 
of other assault vehicles. In the seaside mission, for instance the 
Comanche is ditched in favour of an Assault XL9 Hovercraft, much 
more suited to combat in the aquatic environment. In the later jun¬ 
gle levels players are required to locate and fly an FI 17 Stealth 
Bomber. But if that lacks excitement why not try and find the 
Special Forces Assault Motorcycle - hot dictator-destroying moped- 
based action ahoy!!! 























OH TO HE A lillSSEIE 


C SMB uiuminn n 



Have you ever tried flying a helicopter? Tricky isn't it. There's one 
thing trickier, though, and that's trying to fly a helicopter and blow 
away the evil minions of Kilbaba and Ortega. What spiffing luck, 
then, that a range of co-pilots are thoughtfully provided in the 
game. Some are great shots and useful in the Jungle situations 
where Rocket Launcher-carrying snipers abound, others are more 
adept at accurately using the winch, so are more handy to have 
when hostages need rescuing. If you're really lucky you'll get a co¬ 
pilot who's good at both, like the legendary "Wild Bill". Naturally 
co-pilots of his calibre won't fly with just anyone and the really 
good ones reserve their services for the best most accomplished 
pilots only. 


J-W. Fennel: WILD BILL 
He’s the top gunner and he 
uses the winch like a lasso 
He learned the rules so he 
could break them. 


(ABOVE) Pilot o top secret stealth bomber to defeat Middle Eastern dictators!!!!! 


it pur THE ENEMY'S EYES! 


r S KNEES! 


[S UP THE ENEMY'S 


(ABOVE) How many times have I told you — NO NAKED 
FLAMES during the delivery of petroleum spirit. 


(ABOVE) Carefully position your chopper (arf, arf/j in front 
of the bridge and erm... shoot it? 




17 (wigs) 
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Keen cart watchers will remember the tidy bit of 
trouble that erupted over Data East’s beat ‘em up, 
Fighter’s History, last year. Apparently Capcom took 
exception because Fighter’s History’s characters 
moves bore a bit more than a passing resemblance 
to those of their Street Fighter series. 
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Heck, they even looked pretty similar. The case went to court 
and Capcom lost on the grounds that somersault kicks, dragon 
punches, piledrivers and the like are traditional moves, thus 
could not be subject to copyright. That's all history, though, 
because the sequel's Fighter's History Dynamite. This time it 
means business - it's beefed itself up to a muscly 24 meg, there 
are a host l»f new characters, piles of new (and hopefully origi¬ 
nal) movesjlyou can play as the bosses from the previous game 
and there'fib super powerful new boss in the form of the awe¬ 
some Cheljv. But more of him next month in the definitive 


DIG THE NEW BREED 

All told there are eight player-selectable characters, of them five are 
new to the game. The first is Lee, he wears purple pyjamas with the 
sleeves torn off - not unlike a couple of other characters we all know. 
His specials include tfNifce shoulder-barge and a fiery punch. Next is 
Yungmie, the babe of the game whose specials all seem to be kick- 
based. Then there's Zazie, he's a jujitsu expert with a penchant for 
multiple slapping activities. Lastly we have Karnov and Clown, the two 
boss characters from the original Fighter's History. Karnov has a sort 
of sumo splash and also has breath of fire, whilst Clown's moves best 
resemble a cross between those of Vega, Blanka and Guile s. Oh 
dear, I see another lawsuit looming! 


MULTIPLE MODE MANIA 

What Fighter's History Dynamite 
lacks in originality it certainly 
makes up in play modes - there 
are a stack of 'em. There's the 
one-player versus cpu mode 
and a more interesting , , . . . 

Mizoguchi mode that is similar but with a bit of a story attached. There s the standard 
player versus player bit mode expect too. Nothing too new or exciting there, until you 
discover the delights of the Extra mode. This is actually three modes in one. It is here 
in Practice mode you can rehearse each character's moves to your heart s content. 

Or you might fancy the Tag mode where one to four players can take in turns to tan 
the computer opponents, retreating to the side of the screen to change over. Finally 
there's the Survival mode where one player picks a team of five to go against the 
cpu's squad. Alas Street Fighter got in there first too with the Tournament mode 
cheat in Super SF2. Ah well... 






CAIU YOU HANDLE IT? 



C&VG - FIFA on Game Boy is a graphical 
triumph. If you're a footy fan, this is 
probably the best one on the market. 


GB Action 90% Super Gamer 85% 

FIFA equals its counterparts on the other 
formats in every department. No mean 
feat at all! 



MALIBU 


GAMES 



ESPECIALLY ADAPTED FOR SUPER GAME BOY 


KICK OFF - MARCH 24 

Developed and published by Malibu Games under license from Electronic Arts 



SPORTS 


ELECTRONIC ARTS 


Malibu Games, 4 The Parade, Epsom, Surrey KT18 5DH Telephone: 0372 745222 Fax: 0372 740380 

EA SPORTS and the EA SPORTS logo are trademarks of, and Electronic Arts is a registered trademark of Electronic Arts. 

Nintendo, Game Boy and the official seal are registered trademarks of Nintendo of America, Inc. Malibu Games is a registered trademark of T*HQ, Inc. © 1995 T»HQ, Inc. 
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1995 is going to be Kirby’s big yean He is se| to 
appear on Top of the Pops, he is making personal 
appearances at numerous Church fetes acn 
country, he’s launching a new fragrance on the back 
of his spring collection in Paris, he is about to host 
his own talk show and may even give his n$me to a 
brand new family saloon car. Last, but not least, he is 
having a big, pink fistful of new video games 
released in his honour! 1^^ 

You've already read about his forthcoming Avalanche and Dreamland 
escapades, and soon you'll be dbfe to follow his weekendular 
exploits in Kirby's Dream Course, a golf game featuring eight a 
such dream courses. Now, I know what you're thinking - Kirby's 
arms aren't long enough to hold a golf club. Hah! That's 
because Kirby is the ball and it's up to you to spang his lovable 
hide around the various tricky courses that lie ahead. Just the 
ticket for those of us sick of his cutesome antics. 

Come to think of it, that's the rest of the 
world except Paul Davies. 
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HOOK AND SWING 

With nary a golf club in sight, you might wonder how 
Kirby propels himself about the place. Answer is we 
don't really know - powerful pink pumps, perhaps? 

Whatever the method Kirby is as controllable as any 
golf ball and has two principle methods of shot - 
the ground shot and the chip shot. Players are able 
to alter the strength of either shot via a calibrated power bar. 

More useful however, given the hazardous nature of most cou 
players may also tweak the amount of spin and swerve - often to some 
quite remarkable effects with the Kirbster bouncing, rebounding and 
spinning around the obstacles in that merry, cute and dead annoy 1 
way of his... 


(NMS) 2 0 
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Meet Keith. He's yellow, he's b 
best mate. In fact he's just Kirb 
- lazy blimmin' programmers. I 
Keith (probably not his real nai 
game where he is Player Two's 
games differ from single playei 
simply about reaching the hole 
enemy is destroye d a star app€ 
player's colour, and, once the 
hole appears, two stars 
are up for grabs. The real 1 
art in this game is to grcfc^- 1 
as many of these stars as 
possible and it is quite 
acceptable to let your oppo¬ 
nent do all the work and go 
around changing all Mfeir 
hard-earned stars to your own 
colour. Blimey, youwouldn't 
have thought Kirby was a low- 
down aflCTxIjrty cheat like that 
he looks too sweet! 


QQQQ 


BSHEssgama? 


[PLOVER! 








































































(ABOVE) Oil Spit my flinkin' foot out right now - Pelican Boy! 


Grab the nose plugs, hold on to your stomachs, and pre¬ 
pare to meet the grossest super hero to ever grace the 
Super NES - Boogerman. The all-picking, all-flicking, all- 
belching star of Interplay’s latest project is set to have 
you running for the Milk of Magnesia. 


In a world populated by ever increasing platform heroes, having a dif¬ 
ferent angle is the only way to make people sit up and take notice. 
And Boogerman certainly has managed to do this. In 24 MEGS of flat¬ 
ulent swamps, snot lakes, and bosses from the sewer and beyond, our 
hero and his bodily exploits are going to have their work cut out. 
Check out the full review in the next NMS. 


PARP -RENtMCUt AR 

Forget the power boot bounce on the top of head tech¬ 
nique; forget the bog-standard (tee-hee) gun swinging 
slaughter of enemies; Boogerman's forms of attack are 
all au naturel. Armed only with a selection of bodily bi¬ 
products, Boogerman can flick, belch, and trump his way 
through the offending minions of the Booger Meister, hit 
ting them where it hurts. To add more punch to his 
pump, or more belt to his belch, the king of gross can 
hold his fire until the juices have really started to brew 
before releasing an extra powerful toxic shockwave 
through the enemy lines. 
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fLEFTj / may /ecrp //ke a 
pansy, Fly Boy, buf this is 
one flower you wouldn't 
wanna sniff. Hurl Hurl 
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(ABOVE) Forget Rita 
Repulsa! This is Revolta, 
and she's the 'orriblist of 
all 'orrible 'orrors!!! 


ROCKET RIDES 

DOOCERVILLE 


STAIRWAY TO CISTERN 

More commonly found hiding in the dark recesses of the downstairs 
lav, plungers are the primary source of collectible for the aromatic 
avenger. The reason behind such a bizarre fascination with objects 
more akin to removing blockages of a water closet nature? Well when 
it comes to the end of a level, the trumping card can put his ladder- 
construction skills to good use for a quick bunk-up to the higher exit 
and the chance to grab bonus goodies. 


(ABOVE) It takes Booger Man 1500 
frames of animation to run up this hill! 


FLINT? MOTION 

These days no platform hero worth his, or her, salt would 
even dare to venture across a console without having 
been tirelessly drawn up as animation cells by an artist. In 
total, the artists responsible for Boogerman's game 
design have drawn up 1500 animation cells for the char¬ 
acter movement. This is not to mention the fact that the 
game runs at a steady 24 frames per second (the same 
rate as the projector in your local picture house), shifting a 
gear to 30 fps when things get really hot and sticky. 


CZZS 












Hey, who wants an Ultra 64 when there’s still life in the old 
Super NES yet? Well, that’s what Nintendo would have us 
think, and, if further proof is required, a quick gander at the 
number of games supporting the FX chip should convince you. 
One such game is Elite Systems’ Dirt Racer. Featuring a range 
of vehicles a wide variety of environments and a few 
stunty/puzzle bits all in glorious FX chip polygon power, Dirt 
Racer certainly looks like a game to watch. Will it be one to 
play as well, though? We’re all revved up and raring to tell you 
- next month. In the meantime don a pair of those daft, yellow 
driving glasses and read our preview. 


DIVIDE AND CONQUER 


Okay so you've got the beaded seat cover, the car-coat and the 
string-backed gloves, what next? A few races might be a good idea 
and, to this end, Dirt Racer provides 15 such events split into three 
divisions. The first and easiest is the British circuit with it's low, 
rounded hills and fairly unhazardous courses. Next, and providing 
you've raced well in Britain, the action moves to the Australian 
outback and things take a distinct turn for the tricky. But that's as 
nothing compared to what lies in store for gamers in the third and 
final division. Set in Alaska, the final courses are hazardous, not 
only because of the berg-ridden and uneven terrain, but because 
of the icy, unpredictable nature of the course surface itself. It is, 
then, a wise idea to invest in a pair of those fur-lined brown boots 
like your gran wears. Then again, perhaps not. 


Given the tricky nature of the fifteen 
courses in hand you can be sure that you 
won't be asked to negotiate them in the 
likes of a Reliant Robin. Not that there's 
anything inherently wrong with the Robin 
it's just that, well, oh okay they're a bit 
cack aren't they. Especially when the 
alternatives on offer include a speedy 
stock car-type, a hard to control dune 
buggy and a huge 4x4 monster truck. 
Unsurprisingly some vehicles are more 
appropriate for certain terrains, the dune 
buggy for instance is particularly well- 
suited to the dusty tracks in the 
Australian outback. The Reliant Robin, on 
the other hand, is best suited to driving at 
57.8 mph in the fast lane of the Ml 1. 


(ABOVE) Take to the green fields of good old 
blighty in a monster truck. Wave cheerily at 
the rosy-faced passers by and run the local 
wildlife over with your huge nobbly tyres. 
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(LEFT) Avoid at all 
costs the Marks 
and Sparks V-Neck 
sweater obstacles. 


(ABOVE) Crash out and you are treated to a fascinating balloon animal making 
display from Zoffo the Magnificent (not pictured) 


(ABOVE) The race is about to start , the tension mounts as the engines roar and I 
really wish I'd gone to the loo earlier. Don't think I'll be able to hold out. Nnng! 


CUPID STUNTS 

When the hustle and bustle of racing gets too much for a person to 
take why not relax with a spot of off-road puzzling? Or how about 
a tidy bit of therapeutic stunting? Dirt Racer offers just such diver¬ 
sions for the weary of road. The Stunt tracks, quite understandably, 
pit the player against some very serious terrain indeed with tracks 
full of jumps, drops and such. Simply staying on them is an impres¬ 
sive stunt in itself. The Puzzle tracks are much more laid back 
affairs where players must locate a series of check points. And why 
anyone thought that was particularly perplexing is the real puzzle 
in this case. Sarcasm aside, Dirt Racer is looking pretty interesting 
and should be checking in for the definitive NMS review check up 
and oil change next month. 
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Five years, and the call “Fore!” has not inspired a 
single software house to produce a quality golfing 
game for the Super NES. Those available are either 
impressively presented but limited in scope, or 
extensive but extremely rough along the fairway: At 
long last it seems Virgin Interactive have provided 
something up to par with the expectations of the 
ever-green Super NES hardware . 


1 / A game with the working title of Gouraud Golf is being prepared by 
F Arc Development. Contained on a 16 Meg cart, the 65% complete 
version featured here already has the hall-marks of a high quality 
sports simulation and there's only the game play left to tweak. 

THE COURSE WITH NO NAME 

When the game is released it will, of course, have been given a far 
more appropriate name than Gouraud Golf. However this working title 
is not without cause. In order to give the game a realistic look, a tech¬ 
nique known as Gouraud Shading is used to portray the mounds and 
greens as convincingly as possible. A special routine does this by casting 
a 'natural' light source across a computer-generated surface so that 
those areas touched directly by the source are brighter than those fur¬ 
ther away. When viewing the course from the tee-off point this makes it 
much easier for the player to judge exactly where to pitch the shot. It 

nr»lx/finnc r»r cm iffv/ nixels. 
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LINKS AWAKENING 

Four complex courses await the golfer who's confident 
enough to take up the challenge. Together they present 
the player with a cross section of elements from the worst 
golf-related nightmares. So expect to encounter many sand 
bunkers on Marston Beach; lose the ball in the rough on 
Victoria Plains and duck when the ball spangs off a tree in 
Aldan Forest. Diving gear may also be required for the 
retrieval of balls which have sank to the bottom of 
Cranfield Lake. 




CLEVER SODS? 

Next month we shall find out whether or not the 
care taken in producing this great-looking golf sim 
was worth it. All we can qualify at this time is a 
facility for up to eight payers to take part and the 
presentation which is very clearly laid out. Also the 
control method chosen for both driving and putting 
is fine but uncomplicated. How it all actually works 
together remains unsure. 


LONG-SHAFTED DRIVERS 
PUTTS OTHER GOLF GAMES IN THE GOURAUD SHADE 
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T he fact baby Pubert is missing is of no real 
concern to the Addams family; it's who 
he's with that's the worry. Debbie Jellin^ky 
used to nanny for the Addams' but it hap- j ft / 
pened she was only interested in swindling the 
family out of their monster fortune. Pubert 
isn't just gone, he's been kidnapped! Worse, 
he's in the company of a regular human who 
could, at any time, instil all manner of conven¬ 
tional ideas into the young Addams' impres¬ 
sionable mind, and everyone knows a typical 
kid has no place in the Addams clan. 

As Fester, Pubert's Uncle, one player is 
spinal-cordially invited to undertake a search 
for the youngster. Other family members are 
at hand to offer advice, but the many prob¬ 
lems encountered as Fester infiltrates 
Jellinsky's retreat — an old mansion not 
unlike the Addams' own — are solved by one 
person's intuition alone. In Addams family 
Values, the game. Ocean take a brave step 
aside from their usual platform interpretation 
of popular film licenses by adapting the 
friendly characterisation of Zelda and present¬ 
ing it as a fat bloke in a grubby overcoat, with 
a bald head and mad staring eyes... 


CART SPEC 

• BY: OCEAN 

m PRICE: £49.99 

• RELEASE: APRIL 

• GAME TYPE: ACTION RPG 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD No 

• BATTERY BACKUP: No 
m CONTINUES: Infinite 

• OPTIONS: Sound dablings 


GAME INFO 

• GAME ORIGIN: The third in a 
successful series of topper 
Super NES games based on 
those Addams characters 

m GAME DIFFICULTY: Tough 

• SCORE TO BEAT: Awaken 
the gargoyles 

m ALTERNATIVES: Practically 
any RPG in the Zelda style 


GAME CONTROL 

• CONTROLLER Joypad 

• RESPONSIVENESS: Very good 


J Nothing 


The grounds surrounding Jellinsky's mansion hide¬ 
out are big and boggy. In fact the unkempt gardens 
and treacherous graveyards are basically enormous 
quagmires in which the unfortunate ornamentation 
has been waterlogged for centuries. Beneath the 
ground in the many dungeons it's a similar story, 
and Fester is led to the far reaches of both planes 
in search of his tiny nephew. 


Attack 


Consult Journal 


L: No Function 
R. No Function 


Start: Starts/pauses 
Select: No function 


GAME CREDITS 

• DEVELOPED BY: OCEAN 

• DISTRIBUTED BY: OCEAN 

• MADE IN MANCHESTER! 

• ARTWORK: c 1994 PARAMOUNT 




















_1 _•_I Exploring the underworld is a 

grim prospect for Fester, espe¬ 
cially since the dungeons beneath ground level are equal 
in proportion the areas above. Of course he loves every 
minute of it, though this doesn't mean things are so 
pleasant for the player. Dim-sighted creatures move in 
startled bursts, making it difficult to predict their move¬ 
ment. Fireballs shoot across Fester's path, causing his 
bald bonce to shimmer eerily and Skeletons require 
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numerous lightning bolts before collapsing into a heap. 


Bearing the wind and rain no mind, largely because 
he doesn't have one to bear in the first place, 

Fester trudges from landmark to landmark in 
search of clues. In the open air is where Fester 
meets other family members, who are happy as 
Addamsly possible to offer their advice and, in 
so m e a 11 rewards. 


Nobody gets to look so out of 
condition as Fester without hav¬ 
ing a big appetite for unhealthy 
snacks. It's all Granny's doing, 
damn her immortal soul, as she's 
been stuffing her favourite fat boy 
with freshly-baked biscuits for as 
long as Fester can remember. 

And that's much longer than you 
or I can imagine. Granny's 
euphoric over her involvement in 
the hunt for Pubert because of a 
batch of recipe books rumoured 
to be left lying around. Should 
Fester present her with either one 
of them, she has offered to cook 
him up something very nutritious 
to help him on his way. Not only 
are they delicious, they have 
some very bizarre but altogether 
helpful effects. 


(ABOVE) 'A' capsules replace energy. 
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SrtVW IT 

Whenever Fester feels his brain is set to 
short circuit he is advised to take a rest. 
Problem is he's generally forgotten 
everything by the time he awakes, so is 
forced to rely on cousin IT's astounding 
memory feats for assistance. IT hangs 
out in the bog where he waits enthusi¬ 
astically to hear Fester's progress 
reports, demonstrating an uncanny abil¬ 
ity to memorise every last detail. In 
doing so, players are rewarded with a 
password with which to continue at 
another time. 

CZZuQ m 


This is the fact box where information about a map 
of some description is usually found. Not this time, 
sorry. Fester doesn't have any kind of map, instead 
he depends on brother Gomez's journal to get by; ^ 
leather-bound set of blueprints to the mansion and 
the surrounding area. The volume has magical 
properties which allow it to display Fester's exact 
location in relation to his surroundings. Though 
Fester can see this perfectly well from where he's 
standing, this is a great bonus for the player. 


REVIEW 
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(ABOVE) Press the button in the wall 
and a small bridge appears , allowing 
Fester to reach the rose. 
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There has 
I never been a 
more enjoy¬ 
able oppor¬ 
tunity to 

0 * m revel in the 

dark humour 
and mysteri- 
ous habits of 
^ the Addams 

BJ], family than 

this. Instead 

of distancing players with anoth¬ 
er tedious platform game, 

Ocean have surprised us all with 
a cool adventure whose quality 
is comparable to Zelda 3. It cer¬ 
tainly shares the same graphical 
finesse with the distinctive 
Addams style — which has been 
approved by Mrs Charles 
Addams no less — lending 
everything a completely differ¬ 
ent atmosphere. As players are 
guaranteed to spend long hours 
working through this game it 
helps that the music is superb 
too. Echoes of classic horror 
movie theme tunes are heard 
murmuring away in the back¬ 
ground while Fester shuffles 
about his business. It's hilarious, 
and intentionally so. Though a 
lot of ground is covered there is 
never a time where Fester is left 
without problems to solve and 
enemies are always gnawing at 
his heals. That there is no bat¬ 
tery back-up is an annoyance, 
as seeking Cousin IT each time 
you want to save a game is 
quite a chore, but this is only a 
minor criticism against what is 
otherwise the best Addams 
licence available. 


STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


GRAPHICS 


A Great representation of 

all the Addams characters 

and their twisted world. , 

Great looking rain. 

▼ Doesn't hold a candle 

to the magnificent Secret of Mana graphics. 


SOUND 


A The macabre sound¬ 
track is perfectly suited to 
the game. The thunder 


game, 
sound effect is very good. 

▼ Minimal use of sound 

effects. Boss characters are fought to the 

tune of some pretty poor music. 


A Ambles along at a 

healthy pace. Few dull ‘ bW % 

moments as the black ^ 

humour helps raise some 

laughs. 

▼ A lot of to-ing and fro-ing with little 
contrast between missions. Few surprises. 


The first 
Addams 
Family game 
wasn't up to 
that much, 
Puggsley's 
Scavenger 
Hunt, on the 
other hand, 
was pretty 


LASTABILITY 


A Guaranteed to keep 
you awake at night. 

▼ Could so many harrow¬ 
ing experiences be worth 
going through all over 
again? We're not so sure. 


Addams 

Family Values is by far and a 
way the best of the lot, and, 
rather surprisingly, an RPG. 
Looking for all the world like a 
sickly Zelda, AFV is a complex 
and absorbing game with more 
than its fair share of brain- 
teasers, graphical treats and a 
really cool atmosphere. On the 
downside there's a fair bit of 
faffing around finding specific 
items or people only to be 
rerouted elsewhere making the 
proceedings fairly directed. Also, 
as Paul mentions, the lack of 
battery back-up is a bit of a 
yawn, but it is for that reason 
that Ocean can sell it so cheap¬ 
ly. All told, though, a fun and 
very polished game - and 
British too. Most recommended. 


OVERALL 


You may have seen Fester illuminating a light bulb by sticking it in 
his mouth, wbiW grinnincunanely? This is a trick made possible 
•because of tl^HrpernatBlI charge of electricity coursing through his 
•bloated bodj^Bthis ga^P Fester has a new party trick, firing bolts of 
lightning froflB* s finger^p frazzle things more unnatural than him- 
’ . .self. The strength, or indeed length, of the bolts depend on the state 
« of. Fester's ilbhealth. Long-ranged attacks are only possible when 
j^* # Fester's ill-health meter depicted as a row of skulls is at its peak. 

V* W&fckness requires Fester to get closer to his foes when destroying 
- them, in the hope that their ghost leaves behind something to 
f replenish his energy. 


Ocean have hit 
upon the ideal 
interpretation 
of the Addams 
Family. The best 
seen on any console. 





















CART SPEC 

• BY: CAPCOM 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: BEAT‘EM UP 

• CART SIZE: 8 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD. No 

• BATTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS Buttons ‘n’ sound 


GAME INFO 

• GAME ORIGIN Classic 
Marvel action and another in a 
stream of recent comic con¬ 
sole titles 

• GAME DIFFICULTY: Sinch 

• SCORE TO BEAT Complete 
game in one day 

• ALTERNATIVES: Double 
Dragon, Final Fight, Ninja 
Warriors 

L_ 
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GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Average 


Nothing 

Nothing 


C ue suitably beefy 

American voice-over as 
per usual in times of ani¬ 
mated angst — ahum, cough, 
cough — Fleeing the oppres¬ 
sion of their human masters, 
the X-Men (and Women) have 
uncovered a plot to remove 
mutantkind from the face of the 
Earth. Tricked into fearing the 
mutants by Apocalypse, a nightmarish 
being from the future, the global govern¬ 
ments have built a prison fortress on the 
island of Genosha. A prison fortress guarded 
by the most monstrous of automated construc¬ 
tions — the Sentinels. 

Lead by Professor Charles Xavier, five of the 
team are set for the assault on the forces of 
incarceration. In an effort to confuse the 
enemy, the fearless five have split up to oper¬ 
ate on solo missions, each hitting a vital part 
of the Genoshan infrastructure. Can the X- 
Men successfully use their mutant abilities to 
end the reign of Apocalyptic terror? Can 
they put an end to the Sentinels? Can I get 
a job doing the voice-over for Henry's Cat? 


COI 


CYCLOPS 

The one-eyed laser pumping leader of the pack 
holds no punches with his array of Standing, 
Crouching, and Jumping Optic Blasts. Assigned the 
task of hitting the Genoshan railway line to pre¬ 
vent the intervention of reinforcements during the 
rescue attempt, Cy-boy will have to beam to the 
max. Once through the forests and swamps, 
Cyclops will require all of his mutant skills to throw 
a spanner into the works of the locomotive. 


GENERATION X 

Breaking from the standard platform fare 
of a lone character battling through the 
forces of evil, Mutant Apocalypse lets you 
choose from five of the genetically 
enhanced heroes. Each hero has been 
given a separate mission by Xavier, the 
theory being that by spreading the attack 
the Genoshan forces can be distracted. 
Through a tough selection process, Xavier 
has selected the most suitable team 
member for each mission. 


Q.&Rflrnn 
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GAME CREDITS 

• DEVELOPED BY: CAPCOM 

• DISTRIBUTED BY: CAPCOM 

• MADE IN: JAPAN 

• ARTWORK: c MARVEL COMICS 


REVIEW 


L No Function 
R: No Function 


Start: Starts/pauses 
Select: No function 




























AIM SPECIAL ATTACKS AT THE MUTANT ENEMIES!^ 


1TROL CYCLOPS WITH HIS SHOOTING ONE EYE! 


TAKE ADVICE FROM SOME BALD GEEZER! 


WOLVERINE 

'Ol tin claws is out for some Sentinel 
ripping fun with his Running Claw, 
Jumping Slash (yipesl), and Beserker 
moves. He also has the technology to 
climb sheer walls, an essential skill for 
dealing with the concrete maze that is 
the Sentinel factory. Yep, that's right, 
the Sentinel factory! Wolverine's got 
to put some extra hours in against the 
half-built horrors from mutant night¬ 
mares. 


MENT 


PSYLOCKE 

The sole X-Woman in the apocalyptic adven¬ 
tures, Psylocke is given possibly the toughest 
task of hitting the Main Base. Using her patent¬ 
ed Psychic Dagger, she can slice and dice her 
way through the marauding enemy meatheads 
to her heart's content. Also keep an eye out for 
the vicious Flying Knee attack. 


GAi 


R#T 


Gambit pokers fun (har, har) 
staff and card style at the sailors 
on the Genosha docks in an 
attempt to distract them from 
general mutant misbehavings 
across the island. Covering the 
multi-levelled areas and cranes, 
it's wise to invest in Gambit's 
vertical High Card attack for the 
baddies waiting up on high. 


By golly the 
X-Men are 
cool. I get up 
early every 

Wr * . * Sat morning 

^ just to check 

out their lat- 

^ / est mutant 

manoeuvres. 
So I was 

BJilll 0 more than a 
“ little excited 
by the prospect of these fave 
genetic guys and gals on the 
Super NES. Unfortunately 
though, the game doesn't really 
live up to the quality of the 
characters. The levels are nice 
and long, and the individual 
missions idea works a treat, but 
by the time you've special pow¬ 
ered your way through the 
umpteenth bad guy, you can't 
help but think it's all very samey 
and uninspiring. Mutant 
Apocalypse isn't a bad game, 
but in no way does it outshine 
other more worthy titles. 
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BEAST 


The swot of the bunch, Beast has to put 
brawn before brains when it comes to free¬ 
ing his mutant comrades from the Sentinel 
shackles. Heading straight for the core of the 
computer system, Beast's charging and ceil¬ 
ing walking skills come in very handy. 


































X-TRA LIVES 


Throughout the level a series 
of blue X canisters lie ready 
for the taking. Every level 
contains three of the blighters 
- collection of the third 
awarding the character in 
play with a topper extra life. 
So get X-ploring the regions 
your average superhero can¬ 
not reach. 


(LEFT) Psylocke 
faints at the sight of 
Juggernaut's amaz¬ 
ing display of 
prowess in the tap 
dancing depart¬ 
ment. 


X-MEN TM & © 1994 MARVEL ENTERTAINMENT 
GROUP, INC. ALL RIGHTS RESERVED. 
©CAPCOM 1994 ALL RIGHTS RESERVED. 

THIS VIDEO GAME IS PRODUCED UNDER LICENSE 
FROM THE MARVEL ENTERTAINMENT GROUP, INC. 
ALL ARTWORK ©MARVEL ENTERTAINMENT GROUP, 
INC. ALL RIGHTS RESERVED 


(ABOVE) Oops! I don't think the X-Men and Woman are too 
happy with the score for the music. Eeek! L/m, I'm outta 
here. 


REVIEW 



-1 

COME UP TRUMPS 
WITH NMS! 

That's right folks, here in gen¬ 
erosity central we've knocked 
our heads together and come 
up with the X-Treme idea of 
giving away 20 packs of the 
ace new X-Men collectors 
cards to 40 lucky X-Freaks! | 
According to the X-Computer, 
there are 150 totally colourful | 
cards in the series. So those 
lucky enough to win are guar¬ 
anteed X-Changing trading 
fun on an X-Cellent scale. To 
enter simply answer the three 
X-Cruciatingly difficult ques¬ 
tions below, pop your name | 
and address on either a post- | 
card or stuckdown envelope, 
and whisk them to: I'M SO X- 
CITED AND I JUST CAN'T 
HIDE IT X-MEN COMPO, 

NMS, PRIORY COURT, 30-32 
FARRINGDON LANE, LON¬ 
DON, EC1R3AU. Usual 
compo rules apply so watch it! I 

_I 



STRATEGY 


ACTION 


PLAYABILITY 

A A feast of baddies m . 7 
to bash and large lev¬ 
els to work through. 

T If only there were 
more special moves for 
the characters and more point to 
exploring the levels. 


LASTABIUTY 

A Five separate mis¬ 
sions, each packed to 
the hilt with enemies 
and tough bosses. 

▼ If only there was a bit more vari¬ 
ation in the levels. 


GRAPHICS 

A Big, bold, and faithful 
to the the comic strip and 
cartoon. Check out the 
Sentinels! 

▼ But all a bit basic and repetitive 
especially on the enemy front. 


OVERALL 

A pretty bog- 
standard 
scrolling beat 
'em up, only 
made accept¬ 
able by the X-Men characters 
and their antics. 


BREAKDOWN 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


SOUND 

A Cool FX for all of the 
characters and their 
special moves. 

▼ The music is all very 
corny and-dull, not X-Men quality. 


REVIEW 
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W orld Heroes was never \ 
really a game that set 
any particular format on 
fire. Its problem being it was a bit 
too derivative of other, more sue- ^ 

cessful, games and was just another ^ 

unremqrkable Neo Geo beat 'em up. 1 

Takara bounced back with World Heroes 2 
Jet which fared slightly better, although it still 
failed to really capture the imagination of the 
gaming public. Maybe, though, with the 
release of the game on the Game Boy, Takara 
will achieve more substantial success. The beat 
'em up genre on that particular format is rela- 
tively uncrowded, after all, with only MKII 
mh. worthy of any note. Let's have a 

! [I/Y ^3 look-see then, shall we? 


TINY TERRORS 

Obviously when any "big" game 
gets converted to the Game Boy 
something has to go. In Game 
Boy MKII, for instance, it 


was 

several of the characters 
and a few moves. World 

HK Heroes 2 Jet takes a different 

^ approach, though, and has 

managed to cram an amazing 1 6 —m 

player-selectable characters in from , 

the arcade version. So what's been sacrificed? m 
Ooh, about 15 years off each combatant, I'd say. They all 
appear to be cute and cuddly infant versions of their for¬ 
mer selves. Very Japanese, admittedly, but you still 
can't help feeling a bit guilty sending 'em off to kick the 
seven living shades out of each other. Not the sort of thing we 
should be encouraging in the playground at all. Tut tut! 


MOVERS AND SHAKERS 

Not only has World Heroes 2 Jet 
remarkably managed to cram in \ 

16, count 'em, combatants, it's | 
also managed to furnish each jp 
one of them with a full range of ,IL 
moves. Nothing short of miracu- . 

lous for a 4 meg cart. Better still, 
because the Game Boy has a 
measly two buttons all the / 

moves are an absolute cinch to ^ 
perform, not only that they all W v JjrO 
seem to be variations on * 
the Dragon 
punch/Fireball 

theme so each T/' j 

match is virtually 'Jgjra / f 

guaranteed to be 
a veritable special 

fest. Hoo - and \ rWj 

indeed a rather \ 

large - rah! 


RATINGS 


• BY: TAKARA 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: BEAT ‘EM UP 

• CART SIZE: 2 MEG 


GRAPHICS 


4 Necessarily small but very clear all the same. 


Blimey, this is really pretty good! 
The action's no faster than you'd 
expect for a Game Boy beat 'em 
up, but it's by no means sluggish. 
And there's so much in here - 16 
very different fighters and they've 
each got a stack of specials that 
can be used alone or in combina¬ 
tion as the mood takes you. Best 
of all it's two-player compatible, 
although you'll need another copy 
and a Game Link if you don't own 
a Super Game Boy. In fact this 
game works very well on the 
Game Boy and because of the rel¬ 
ative lack of quality competition 
you can forgive its shortcomings 
and just enjoy it for what it is - 
fun! Well worth a place in any 
Game Boy owner's collection. 


SOUND 


4 Alas, I fear the Game Boy will never create anything 
approaching a decent tune. 


PLAYABILITY 


4 16 characters, they move about at a reasonable pace 
and they've all got a full range of moves. Nice! 


LASTABILITY 


4 Selectable difficulty level should keep hardened 
gamers happy. Two-player mode as well. Topper. 


OVERALL 


One of the most complete beat 'em ups available 
for the Game Boy and smart fun with it. 
Definitely a contender. 


















































Follow the 


NINTENDO 


code. 


The rules of the road have just been torn up and rewritten. Stunt Race FX takes the race game, 
speeds it up and bashes it about. No other cars look like this or drive like this. With four different 
viewpoints you can get behind, on top. or in front of the wheel. Or even outside the car. Whichever 
way you look at it, with the FX chip the action moves a damn sight quicker. Race against 
yourself, the computer or, with the split screen option, against a mate - loggerhead to loggerhead. 

With four vehicles, twelve courses and 3D graphics you’ll have to go a long way to beat it. 

(Ninfendd) 



Out on SNES. Price £49.99. 














REVIEW 



CART SPEC 


% BY: OCEAN 

• PRICE: £24.99 

• RELEASE: MARCH 

• GAME TYPE: SHOOTER 

• CART SIZE: 2 MEG 

GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

• BA TTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS: Controls 

GAME INFO 

• GAME ORIGIN: Second in 
the highly successful “Strike” 
series that also includes Desert 
and Urban Strikes. Fascinating. 

• GAME DIFFICULTY: Tough 

• SCORE TO BEAT: Reached 
River Raid. 

• ALTERNATIVES: There is 
only one alternative on the 
Game Boy and that’s Desert 
Strike. It’s cool too. 

SUPER GAME BOY 

• ADDITIONAL FEATURES: 
None whatsoever. 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: 



GAME CREDITS 


• DEVELOPED BY: EA 

• DISTRIBUTED BY: Ocean 

• MADE IN: UK 

• ARTWORK: c 1995 OCEAN 
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(ABOVE) That's no ordinary building, you know. No madam. In fact 
if you shoot some of these they reveal top bonus stuff. Not this one, 
though. This is your HQ. 


T he acrid smoke from 

brightly coloured marker 
flares forms spiral pat¬ 
terns as the choppers come in 
to land. Their ad-hoc beauty in 
stark contrast to the mayhem 
that surrounds. A sudden 
explosion in the tree line; 
nearby the stacatto sound of 
machine gunfire is punctuated 
by tortured screaming. And all 
around a pungent smell per¬ 
vades the air. Yes, working next 
to Gary Harrod is Hell, especial¬ 
ly when you're trying to review 
Ocean's latest Game Boy shoot¬ 
er, Jungle Strike. Blimey, he's off 
again. Incoming!!! 


(ABOVE) See the world through rose-tinted specs. 
Or should that be blood-stained specs?... 


MARCH OF THE MODES 

Okay, so they called the game Jungle Strike when a good deal of 
the action doesn't occur within 3000 miles of a Jungle. But let's 
face it, Capital of the USA Strike doesn't sound nearly so hard. In 
truth the game takes place throughout a variety of environments 
and, interestingly, via a selection of different attack craft. The 
game starts in Washington DC where Kilbaba's boys are attempt¬ 
ing to ambush the President who is due to arrive shortly. Use the 
Comanche Attack Chopper to determine the whereabouts of the 
Terrorist scum and send 'em home with a flea in their ear. And a 
couple of Hellfires. From here, and providing all previous missions 
have been accomplished, the action moves to the seaside and, fit¬ 
tingly, a Hovercraft is the adopted mode of death dealing. Later on 
in the game you'll also be asked to locate and fly a stealth bomber 
and even jump on a tooled-up trials bike. Although what use that 
will be against the enemy's tanks and copters is anyone's guess. 



(ABOVE) Doctor, doctor I think I'm 
turning into a marquee. No you're just 
too tense! Parp, parp! 













































(ABOVE) Erm... no space. 


What a great 
little game. 
The 

Comanche 
handles just 
as it does in 
the Super 
NES version 
- smoothly 
and requir- 


skill to pilot 
successfully. The challenge too 


(ABOVE) Destroy the toilet missile launching toilet roll 
holder. Is that a gerbil I can see in there? 


is as tough and every mission 
from the original seems to have 
made it into this version, in fact 



(ABOVE) Tonight on News at Ten — the end of the world. Fact or fiction? We go 
live to our reporter Sandy Shanks currently standing at the site of destruction. 


to all intents this is the Super 
NES version - some feat of pro¬ 
gramming! The Game Boy is 
severely lacking in great shoot 
'em ups at the moment, 

I suggest you search this one 
out with great urgency. 




1 J 




IN THE NAME OF THE FATHER... 

So you defeated the wicked Kilbaba in the original Desert Strike, 
surely we can all sleep in our beds at night, secure in the knowl¬ 
edge that there are no more tyrants harbouring nefarious World 
domination plans. No such luck, in fact things are twice as bad as 
they were before. Kilbaba, conveniently enough, has a son - 
Kilbaba junior (Keith, I think, is his first name). He is understand¬ 
ably miffed that his dad has been mercilessly slaughtered and has 
sworn revenge on the world. That in itself would not be too much 
of a problem had he not teamed up with equally evil drug baron, 
Carlos Ortega. Their first act of bad faith is to detonate a nuclear 
device on a desert island - just by way of a calling card! And now 
they've set their sights on the US Capital and intend to assassinate 
the President himself! He's taking it all a bit too personally isn't he! 


Technically 
speaking 
Jungle Strike 
on the Game 
Boy is per¬ 
fect. It is an 
extremely 
accurate 
conversion of 
a complex 

PAUL game which 

was once 

viewed as having stretched 1 6- 
Bit technology quite a way. 
Though I find this style of game 
a chore when played on the 
Super NES, as a portable title it 
works pretty well. Success in all 
missions requires slow and 
deliberate play which suits the 
Game Boy better than more 
frantic blasters that usually end 
up looking cluttered and confus¬ 
ing. So, while some might 
oppose these kind of ethics in a 
video game, it's tough to shoot 
holes in the game play. 



STRATEGY 


ACTION 


HOUR 


WEEK 


MONTH 


YEAR 


39 (NMS) 


BREAKDOWN 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


GRAPHICS 

A Small and necessarily 
spartan, but the anima¬ 
tion is good and the 
sprites well-defined. 


SOUND 

A Well come on, how 
good do you think a heli¬ 
copter could possibly 
sound on the Game Boy? 


PLAYABILITY 


A Lots of challenge and 
the Chopper handles bet¬ 
ter each time you play... 

T Might be a bit too 
tricky for novice gamers. 


INSTABILITY 

A It's tough as a 
marine's boots and with 
the large number of mis- T" 
sions you won't finish this 
in one tour of duty 

▼ Unless you use the password system 


OVERALL 

Tricky, involving 
and extremely 

playable. Top _ j I 

quality stuff for ^ " ' 

the top-most 

gamers, buy now and that's an 
order. 
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I t's amaz- ■ ^ m 

ing what ft ft M JK 

you can do ftA ft f j 

with spells ft J 

these days. ft . mmt . AM 

Long gone are ft W J ftp 

the hassles of ft ft 

lugging around ft « 

a cauldron, let A m I 

alone keeping ft W fti 

the eye of toad ft m 

and toe of stoat ft* M 

at a constant tern- ft M V J 

perature of minus ft ft ftj 

two degrees centi- ft ft ftl A 

grade. I mean, ft Jr ft ft 

one of these so- 

called new age ft ft ft ft 

warlocks wouldn't ft^l % I 

have the faintest clue ^ft ft 

what to do with a star- \ 

spangled cape. It's all 

this modern banana-technolopy, I think. 

Just look at those two battling Warlocks. 
Both after the same six runestones, one for 
the cause of good, the other for evil. Chasing 
all over the place - if they're not careful 
they're going to have somebody's eye out with 
those plasma blasts. Honestly all this for six 
pebbles that have the power to save the 
world from the forces of evil. Now in my day 
you wouldn't have all of this running, throw¬ 
ing smart bomb potions, and battling with 
denizens of dark, no madam... 


Beam 

pRtPAfcArions 


CART SPEC 

• BY: ACCLAIM 

• PRICE: TBA 

m RELEASE: MARCH 

• GAME TYPE: PLATFORM 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 
m CONTINUES: Password 

• OPTIONS: Sound, key conig etc 


GAME INFO 

• GAME ORIGIN: Based on the 
fantasy sorcery film starring 
Julian Sand of a few years back. 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Complete 
third level 

• ALTERNATIVES: Castlevania, 
Nosferatu, DKC, Earthworm Jim 


PRECIOUS STONES \ 

At the centre of the mysti¬ 
cal mayhem are six runes 
stones chunks of rock 
blessed with the power of 
warlocks past. Dating back 
from the first days of humanity, 
the runes were created to pro¬ 
tect the fabric of society from the 
forces of evil. Scattered around 
the globe, the six stones are the 
key to defeating the evil warlock. 
Recover them to prevent him from 
spreading darkness across the land 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Average 


Blast 


§ 1 remember going to the cinema 
a few years back to see this film, 
and at the time I thought it 
wasn't too bad. But that was a 
few years back, so it comes as a 
bit of a surprise to see the game 
hit the streets now. That's not to 
say that the game's bad, no sir- 
ree. In fact once you get past the 
reasonably straightforward early 
PAUL B. levels, this turns into a well-con¬ 
structed and suitably tough plat¬ 
former. But as with similar games 
Flashback and Nosferatu Warlock suffers from 
being on the linear side, and this doesn't bode too 
well for the game's life. A couple of years ago this 
could have been a real contender, but in the era of 
DKC, this doesn't amount to much more than a good 
platformer sporting average graphics and a pretty 
dated film license. 


L: Select spell 
R. Nothing 


Start : Stan/pause 
Select: Nothing 


GAME CREDITS 

• DEVELOPED BY: TRIMARK 

• DISTRIBUTED BY: ACCLAIM 

• MADE IN: JAPAN 

• ARTWORK: c ACCLAIM 


CZZuD 



















STRATEGY 


ACTION 


CHALLENGE 


HYS-SPHERICAL 

Aside from his standard plasma blast, our 
young Warlock has been charged with an 
orb from the mystics. Once mastered and 
, guided, this strange device can be used 
k against foes to great effect - stealing 
■ the very lifeforce from their evil soul. 

M What's more, the handy fellow can be 
manipulated to collect potions and 
other helpful items. 


ORIGINALITY 


LONG-TERM INTEREST 


GRAPHICS 


A Nicely stylised and ani¬ 
mated sprites in a 
Flashback style. 


T But they feel very two- 

dimensional and lack interaction with the 

background. 


SOUND 


AGood atmospheric 
music for the different lev¬ 
els backed-up by some 
nicely styled FX. 


PLAYABILITY 


A Nice learning curve of 
easy early levels progress¬ 
ing to a tougher challenge 
later on. 


6 Unlike Paul, 
I've never 
seen the film 
but, if this 
game is any¬ 
thing to go 
by, it shall 
remain gath¬ 
ering dust 
on our local 

0* mnv video shop 
m W W for a good 
few years 

yet. The game is not truly horri¬ 
ble, rather it fails to capture the 
imagination in any way. This is 
due largely to the rather sec¬ 
ond-hand feel to the whole pro¬ 
ceedings. The graphics are well- 
animated but small and dirty- 
looking. The levels are rather 
simplisticly laid out whilst the 
action is slow and unchallenging 
with few surprises in store. As 
far as side-scrollers go there are 
certainly a lot worse games 
around, unfortunately for 
Warlock, there are plenty of far 
superior ones too and Warlock 
just doesn't meet the required 
standards these days. 


LASTABILITY 


A Challenging once you 
get stuck into the thick of 
the game. 


▼ But it's not that likely 

you'll want to go back to it once you've 

completed the game. 


OVERALL 


s/j/nht 
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instant big screen G 
Boy action. 
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graphics. You ve got 


kicking sound. 

You've got 256 colours 
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You’ve even got nine 
pre-set screen frames, or 
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with the Super Game Bo} 
paintbox feature. 
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your favourite Game Boy 
rotters showing their true 
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The number of identical Donkey Kong Country Cheats received this month is unbe¬ 
lievable. Even Pete doesn't believe it — and he still believes in Father Christmas. 
Mercifully there's also hundreds of cheats in the bag for less mainstream games; 
played by people who put paid to K Pool's schemes months ago. Without doubt the 
biggest game to hit the streets this month is Konami's brilliant International 
Superstar Soccer, so it's time everyone turned their attention from DKC to the excite¬ 
ment of leading an International FC through to victory. Should you be under the illu¬ 
sion that anything you produce is remotely of any interest to the gaming gods here at 
Nintendo Magazine System, or indeed you're just on the blag for some quality 
Konami software, write to this address: LOOK, JUST GIVE ME THE GAMES ALRIGHT, 
Small Tips, NHS, NMS, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. 


LEVEL CODES 

ADV. OF BATMAN & ROBIN 


SUPER NES 


So a player's guide just isn't enough to save 
your poor performance, eh? Well don't fret 
because we have all the level codes here, 
credited to Paul Jones of Manselton. 



KONAMI 




SELECT GEESE HOWARD 

ART OF FIGHTING 2 



Sadly there's no much cause to become 
excited over this cheat. Being such a feeble 
conversion of the almighty coin-op original, 
any cheat for Art of Fighting 2 on the Super 
NES is unlikely to generate much excitement. 
Still this opportunity to compete as the 
infamous Geese Howard should appease 
anyone who owns a Japanese copy of the 
game. At the Saurus logo perform this move: 

+ Y&R 

Without using this cheat, the only way to see 
Geese is to win every competition by two 
rounds to nothing. Use of continues is okay; 
it's the 2-0 victory that's the key. 


LEVEL CODES 

BLACKHAWK 


Ho hum. Level code for Blackhawk everyone 


Level 

Level 

Level 

Level 

Level 

Level 

Level 

Level 
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TRUE OR FALSE? 

DONKEY KONG COUNTRY 


SUPER NES 


This is a classic 'my mate says that his mate 
says that his Mum heard from Elvis Presley../ 
kind of cheat that may or may not work. Just 
in case the trick's genuine we're printing it — 
not because we're gullible or anything. By the 
way, Gareth Houghton's mate Anthony is 
responsible. After achieving a percentage of 
between 40% and 49%, erase the game 
(yeah right) and repeatedly press button B as 
you do so. With some luck the percentage 
changes to 101%. Ahem. 


STOP AND GO SKIP 

DONKEY KONG COUNTRY 


SUPER NES 


★ ★ 



This cheat is common as muck but it gets 
Kong clean through the Stop and Go Station 
in seconds. Hundreds of people contributed 
this one, but Will Astrela had the best name 
to go with it. At the beginning of the stage, 
instead of leading him off to the right, take 
Kong back through the door to his left. This 
warps him straight to the end of the stage. 






PLAY AS THE BOSSES 

FIGHTER'S HISTORY 


SUPER NES 


★ ★ 


Perhaps only real fight fans are likely to 
appreciate this cheat from Gilbert Scott in 
Scotland. However, should you own it and 
wish to play as the bosses, here's how to do 
it: At the title screen press RIGHT, RIGHT, UP, 
UP, L then R on Controller One. Now you've 
got them, here's how to use them. 

Klown 

Spin Drop — Hold Down, then press Up and any 
kick. 

Pick-a-card — Hold Away, then press towards and 
any punch. 

Head Stomp — Hold Down, then press Up and any 
punch. 

Spin Attack — Hold Away, then press Towards and 
any kick. 

Karnov 

Balloon Attack — A half-circle away then any punch. 
Fire Breath —Towards, towards then any punch. 
Fireball — A quarter-circle towards then any punch. 
Rapid Fire Kicks — Hold Away, then press towards 
plus any kick. 


I THE KITCHEN SINK 

JELLY BOY 


SUPER NES 


As these codes came straight from the com¬ 
pany responsible for the game — Ocean — 
nobody wins any stars. And that's that. 

10 lives 

WHCTLH WMFPCD RWTNWW TTCTLW 


20 lives 

STSHTY NRTCLW FHSMGS HLWTN 

1 note after every map 

YRRTLM WFCMGW HBVCBW HLGHWD 


All locks open 

MTBCNM MTGWTT PMYTC TSMFTM 


Monster Secret Cheat 

HHMHCP DHTWHW MFMTHT SCHMLM 


AC T1UATEO 


HHMHCP DHTWHW MFMTHT SCHMLM 

BCOFGHJK 
LMNPQRST 
UHXVZQ 12 
34SG733- 

♦ 4 OK NO 



■< 

QWVTS) 44 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 







































































LEVEL SKIP 

MICKEY MANIA 


SUPER RES 


★ ★ ★ 


This game may look nice kids, but it sure is 
hard. Ho boy. Yessiree. This Level Skip cheat 
oughta help you out, though. Have fun. Be 
nice to your Mum and, at the Sound Test, set 
the music to Beanstalk 1. Love your fellow 
man then highlight Extra Try in the FX mode. 
Now highlight Exit then press and hold the L 
button for about seven seconds. If you've 
been kind to your neighbours the level select 
option should appear. 




I BLOOD 

SHAQ FU 


SUPER IVES 


★ ★ ★ 


Don't expect anything of the standard set by 
Mortal Kombat II here, but there is a cheat to 
get some blood in Shaq Fu. At the Options 
Menu grab Controller One and press Y, X, B, 
A, L then R. A red flash indicates the cheat 
has worked. All thanks to Anne Onymus. 


LEVEL SKIP 

SPARKSTER 


SUPER IVES 


No doubt Danny Boutros would like credit for 
this cheat, but we'd like to congratulate the 
magnificent Paul Devine instead. It's a level 
select for Sparkster — just in case you didn't 
read the headline — and is, unsurprisingly, 
UP, UP, DOWN, DOWN, LEFT, RIGHT, LEFT, 
RIGHT, B then A on the title screen. 


TOP SECRETS 

MICRO MACHINES 


SUPER IVES 


★ ★ ★ ★ 


How one earth Aaron Young came by this list 
of cheats for the superb Micro Machines is a 
mystery, but it contains some pretty amazing 
secrets for every race! 



Qualifying Race 

Finish third on the boat race then press UP, 
SELECT and B simultaneously. The Screen 
turns blue, at which point press START to find 
the reward of six lives. 

Race One 

Drive to the bottom left of the screen, where 
the box of Toppies rests. Pause the game with 
the car parked in the bottom left corner of the 
blue square that is littered with cereal. Here 
you get an extra life. 

Race Two 

When your car takes off from the blue folder 
ramp, pause the game to receive an extra 
life. 

Race Five 

Pause the game with the car in the far left- 
hand corner of the track to enjoy super grip 
tires. 

Race Six 

Pause the game with the car in the shadow of 
the green ball, situated by the bottom right- 
hand pocket to gain an extra life. 

Race 7 

Park beneath the spout of the oil can and 
pause the game to get an extra life. 

Race 9 

The footprint situated by the second pool of 
water? Park in the heel and pause the game 
there and an extra life walks your way. 



HIDDEN CIRCUITS 

STREET RACER 


SUPER IVES 


Both the Street Racer cheats printed this 
month came to us direct from Ubi Soft. This 
one allows players to access all the secret 
tracks without having to complete the game. 
At the Custom Cup Select screen press L, R, L, 
R, X, Y. The tracks are also selectable in the 
Practice Mode. 


CAR MODIFICATION 

STREET RACER 


SUPER IVES 


Any of the four players can activate this cheat 
to maximise their car's performance. At the 
Car Select screen press X, Y, X, Y, X,Y then 
press an hold X while adjusting the statistics. 




Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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LEVEL SELECT 

SUPER TROLL ISLANDS 


SUPER NES 


SECRET INVISIBLE TRACK! 

STUNT RACE EX 


SUPER NES 


Seems to us that this is a fairly obvious trick, 
but its cunning nonetheless. Gavin Price rec¬ 
ommends that commanders steer their MBS 
off the map screen, enticing the mother ship 
to collect and refuel her. 


Brush the cobwebs off that Crash Dummies 
cart; Luke Young and his mate Daniel Carr 
have chanced upon a cheat with more cheese 
than Andy's feet. To access any stage just tag 
the relevant number onto the end of any old 
passcode. For example 7047 0477 is for 
stage seven. 


CZ2Z3. 


We doubt that this cheat was left deliberately 
by Argonaut; it's too strange and offers no 
real advantage. Still, it's a laugh. Liam Baron 
from Wollaston writes that it is possible to 
drive BENEATH the Night Cruise circuit. Select 
2WD and, at the start of the race, reverse to 
the right so that 2WD's nose is facing the 
Stadium where it passes beneath the fly over. 
Power into the stand using a combination of 
boost and accelerator. At the end of the stand 
press L and left at the same time. Somehow 
this tears the fabric of time and space, leav¬ 
ing poor 2WD stranded in a strange place 
where there is no road but it is possible to 
drive anywhere — only don't hit the 
columns, as they return 2WD back to the sur¬ 
face. For his strangeness and excellent choice 
of games — Animaniacs and International 
Super Star Soccer — Liam is this month's win¬ 
ner. Two Stunt Race winners in such a short 
space of time, amazing. 


The two final ultra cheats, generously provid¬ 
ed by Argonaut, promised last month. The 
Level Switch cheat allows players to select 
any mission. Also, on controller two, pressing 
button Y terminates the BMS and button A 
finishes the level. Button R toggles infinite 
lives, ammo and offers invincibility. The won¬ 
drous Level Switch also provides players with 
a 3D shape preview during the 
intro. This is accessed after enter¬ 
ing the password and waiting 
until the Bonus Container shape 
appears. Everything except the 
bosses is previewable. 

Smart, eh! 

Invincible: HVZSM 
Level Switch: CTGXF 


Nothing especially extra special about this 
one. Paul Devine must have been desperate 
for recognition. Highlight these colours: Blue, 
Red, Green, Red, Pink, Blue and Pink. The cat 
in the Zoot Suit... erm, that is the cat in the 
room disappears at which point PAUSE THE 
GAME. Stage numbers are displayed in the 
corner of the screen if the cheat has worked. 


Though it inevitably makes for long drawn-out 
battles, being able to jump in a round makes 
life — and the preservation of it — much easi¬ 
er for any Bomber Man. Capelleaan Ijssel 
from Holland, Venus has an impressive cheat 
that requires the use of a multi-tap to work. 
Plug a joypad in port five to start a battle 
game and every player's Bomber Bloke is able 
to jump 'till their ticker's content. 


PASSCODE SYSTEM 

CRASH DUMMIES 


GAME BOY 


Wario has attempted to steal some of 
Bomberman's credit for this game, but 
Berend Venger from Rotterdam in Holland 
has found a way to oust the bad-tempered 
rascal. Simply reverse the code numbers so 
that, for example, 6007 becomes 7006 or 
0362 becomes 2630 and Bomberman 
regains his rightful position. 


CHEESY POLE POSITION 

NIGEL MANSELL 


GAME BOY 


★ ★ 


James Sutton from Plymouth probably discov¬ 
ered this one while stuffing his face with one 
hand and trying to control the car with the 
other. James has found that pole position in 
any race is achievable by trashing the car 
(punctures, broken suspension — EVERY¬ 
THING!) on the Qualifying Lap. 


SECRET CIRCUIT 

CRUISN’USA 


ARCADE 


★ ★ 


Danny Boutros is in the driving seat for Cruis 
n' USA one more, with this cheat to compete 
in a race across the Golden Gate Bridge. 
Once you have a credit, press and hold but¬ 
tons 2 and 3 and highlight each stage until 
you find it. 


JUMP IN EVERY BATTLE 

SUPER BOMBER MAN 2 


SUPER NES 


INVINCIBILITY & LEVEL SWITCH 

VORTEX 


SUPER NES 


CODES AND BOMBERMAN SELECT 

WARIO BLAST 


GAME BOY 


★ ★ 


FUEL UP 

VORTEX 


SUPER NES 

★ 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 





















































































SUPER-VGA 


Computer stores now 


All proceeds to charity, Including ChildLine and the Prince’s Trust. 
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Sports games get no more fun or exciting than 
the brilliant NBA Jam - Except NBA Jam 
Tournament Edition, that is. This game has it 
all - and then some. More speed, more con¬ 
trol, more action and more secrets than you'd 
believe. And guess what? We've got them all - 
hidden characters, extra powerups, the lot! 
And we've decided to share them all with you, 
our beloved readers. Better jump to it then... 
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SECRET CHARACTERS 

Unlike the previous NBA Jam the hidden characters in TE have their 
own skills and abilities and are not merely replacements fro the miss¬ 
ing players. Entering the initials to reach the secret characters in TE is 
something of a tournament in itself as the method used to access 
them takes skill, memory and plenty of practice. Pay attention and I'll 
explain the process. 

1. Highlight YES to inputting your initials then... 

2. Highlight, using the joypad, the first letter of the initial for the 
character you want to play and... 

3. Press the corresponding button of the Joypad Combination making 
sure to press START at the same time, UNLESS that letter is an "N", in 
which case press any button you jolly well please, but WITHOUT 
pressing START. Got it? 

4. Repeat the process for initials two and three. If the cheat has been 
successful the words SECRET CHARACTER should appear. 
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1 TEAM ACCLAIM 

NAME 

NICKNAME 

INITIALS 

JOYPAD COMBINATIONS 

Asif Chaudhri 

Chow-Chow 

AMX 

N, A, Y 

Dan Feinstein 

Weasel 

RAY 

B, A, N 

Brett Gow 

Brutah 

LGN 

A, B, N 

Eric Kuby 

Kabuki 

DAN 

N, B, A 

Alex De Lucia 

Facime 

XYZ 

B, B, A 

Eric Samulski 

Air Dog 

AIR 

Y, N, B 

Scott Scheno 

Kid Silk 

KSK 

N, B, C 

Wes Little 

Scooter Pie 

HTP 

A, N, Y 

TEAM IGUANA j 

NAME 

NICKNAME 

INITIALS 

JOYPAD COMBINATIONS 

Milo Stubbington 

Moosekat 

MPF 

B, Y, N 

Jay Moon 

Moon 

JAY 

N, A, B 

Chris Kirby 

Kirby 

CK 

B, N, Y 

Snake Palmer 

Snake 

GOF 

A, Y, B 

Jason Falcus 

Falcus 

JF 

A, N, Y 

Mike Muskett 

Muskett 

MCM 

B, B, Y 

Neil Hill 

Hill 

NDH 

A, B, A 



















TEAM WILLIAMS 

NAME 

NICKNAME 

INITIALS 

JOYPAD COMBINATIONS 

Mark Turmell 

Turmell 

MJT 

A, N, A 

Jamie Revitt 

Revitt 

RJR 

N, A, Y 

Sal Divita 

Divita 

SAL 

A, Y, N 

Shawn Liptak 

Liptak 

SL 

N, B, B 

Tony Goskie 

Goskie 

TWG 

B, N, A 

John Carlton 

Carlton 

JMC 

Y, Y, B 

TEAM NBA 

NAME 

NICKNAME 

INITIALS 

JOYPAD COMBINATIONS 

Larry Bird 

Bird 

BRD 

A, Y, A 

Carol Blazekowski 

Blaze 

BLZ 

Y, N, Y 

Mascot Bull 

Benny 

BNY 

B, N, Y 

Mascot Hornet 

Hugo 

HGO 

N, Y, A 

Mascot Wolf 

Crunch 

CRN 

A # B, N 

Mascot Gorilla 

Suns Gorilla 

GOR 

N, B, B 

TEAM CELEBRITY 

NAME 

NICKNAME 

INITIALS 

JOYPAD COMBINATIONS 

Bill Clinton 

B Clinton 

CIC 

A, N, B 

Hillary Clinton 

H Clinton 

HC 

N # B, N 

Prince Charles 

Charles 

ROY 

B, A, N 

Heavy D 

Heavy D 

HVY 

A, N, B 

Jazzy Jeff 

Jazzy Jeff 

JAZ 

Y, A, A 

Will Smith 

Fresh Prince 

WIL 

Y, B, N 

Frank Thomas 

Thomas 

SOX 

B, N, A 

Randall Cunningham 

Cunningham 

PHI 

N, A, Y 

Mike D 

Mike D 

MKD 

Y, N, Y 

Ad rock 

Ad rock 

ADR 

N, Y, B 

MCA 

MCA 

MCA 

B, B, N 
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CHEATS 

Pssst! Hey kid! You wanna know a few more top cheats for this top cart? You do? Then I 
take a sneak peek at these babies. Cheap too, but you gotta input them quickly when 1 
you see the Tonite's Matchup screen. If you're really speedy you'll be able top enter at 1 
least two at once, here's the key... 

U - UP D - DOWN R - RIGHT L - LEFT B - BUTTON B A - BUTTON A 

1 CHEATS WITH MESSAGES DISPLAYED 


SHOT PERCENT DISPLAY 

QUICK HANDS (BETTER INTERCEPTION) 

MAX POWER (INCREASED POWER) 

POWER-UP GOAL TENDING 

POWER-UP FIRE 

POWER-UP TURBO 

POWER-UP OFFENCE 

POWER-UP 3 POINT % INCREASE 

POWER-UP DUNKS 

POWER-UP PUSH 

U, U, D, D, B 

L, L, L, L, A, R 

R, R, L, R, B, B, R 

R, U, D, R, D, U 

D, R, R, B, A, L, 

B, B, B, A, D, D, U, L 

A, B, U, A, B, U, D 

U, D, L, R, L, D, U 

L, R, A, B, B, A 

D, R, A, B, A, R, D 

1 SNEAK CHEATS WITHOUT MESSAGES 


j PUSH ONE OPPONENT AND BOTH FALL 

PUSH ONE OPPONENT AND TEAMMATE FALLS 
TELEPORT PASS 

HIGH SHOTS 

SPEED-UP 

SLIPPERY COURT 

U, U, U, U, L, L, L, L, A, A 

U, U, U, U, L, L, L, L, A, B 

U, R, R, L, A, D, L, L, R, B 

U, D, U, D, R, U, A, A, A, A, D 

U, U, U, U, L, L, L, L, B, A 

A, A, A, A, A, R, R, R, R, R 

j EXTRA SPECIAL CHEATS 

j To enter the following most secret of cheats enter the following code on the Title 

Screen: Y # UP, DOWN, B, LEFT, A, RIGHT, DOWN. 

CHEAT TO BEAT 26 TEAMS 

CHEAT TO BEAT 27 TEAMS 

Enter END initials 

Enter JAM initials 

1 TEAM SWAP ON SUBS SCREEN 

Hold UP and B for 2 seconds. 
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THE MAYAN ADVENTURE 


A\ PLAYER’S GUIDE 

This ace little platformer has been so well 
converted from its Atari 2600 original format 
that even its own Mother wouldn't recognise 
it. In fact it's a completely different game in 
all but name. However, Pitfall Harry's jungu- 
lar exploits still cause as many headaches as 
ever. What a relief there's the NMS Player's 
Guide to see unwary explorers through the 
Mayan melee 
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CEIBA JUNGLE 

Harry's first jaunt through the rain forest is 
more of a training ground than anything. 

The local wildlife provides ample opportunity 
for harry to try out his arsenal of weapons, 
whilst the flora allows him to test all his new 
acrobatic abilities. 

JAGUAR JAPERY 

The end of level guardian proves a little frus¬ 
trating at first, but his attack pattern is simple 
and soon learned. Rather than try to shoot 
him straight away, the best tactic is to try and 
jump him when he charges and get a couple 
of shots off before he turns. When he roars 
and tries to pounce, quickly move to the mid¬ 
dle of the screen and duck. 
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JUMP TO THE BEAT 

Spiders webs and exotic plant life will cat¬ 
apult Harry to the heights of the rain for¬ 
est canopy. However, many objects still 
seem tantalisingly out of reach. Use 
Harry's whip at the height of any jump 
to lash those lovelies groundwards. 


XIBALBA FALLS 

Extreme accuracy is called for in this 
level as one false move sends poor 
Harry plummeting to an untimely 
doom. The path out of this watery 
level is not an obvious one as there 
are lots of secret routes and exhilarat¬ 
ing rope-slides to negotiate. Giant 
Mosquitoes get in your hair and are 
not easy to hit, so be careful not to 
waste those valuable weapons. 

VINE GUMS 

The humid air around the falls pro¬ 
vides an excellent environment for 
growing the bungee vines. 

They are recognisable by 
their strange rubbery 
tongues. Grab hold of 
one of these and Harry is catapulted who 
knows where. The first one Harry encounters 
provides a much needed 1 -up. 

WARP OUT 

Fortunately the ancient Mayans left many 
more secret behind than a few crumbling 
temples and Pitfall is riddled with secret 
warps. There is one located in the falls that, if 





found, whisks harry away to the far side of 
the falls. There he encounters a hollow tree 
trunk with a rope inside. Climb up to find two 
bungee vines. Take the right-hand one to a 
rickety bridge where Harry finds a power-up 
allowing him to jump higher than normal and 
collect another 1-up. Hoorah! 

TAZAMUL MINES 

It's at this point that many a hardy explorer 
gets undone. The Mines are like a giant 
labyrinth but can be completed fairly quickly 
once a route has been discovered. This is not 
always advisable, though, as many more 
secrets are revealed to those brave enough to 
explore on foot. 

MINE, ALL MINE 

There are bonus items within the first few 
yards of the Mine. Push the first cart Harry 
encounters to the right, just past the scaffold¬ 
ing. Now use it as a platform to jump up and 
left into a secret room holding a Boomerang. 

LIFE LINE 

Climb the first rope Harry encounters 
after the Bats have made their first 
ambush and a precious 1 -up is the 
reward. Jump to the right at the top 
to find a hidden pathway. 

BARRELS OF 
LAUGHS 

Careless players may have 
already discovered that smash¬ 
ing the barrels when Harry is 
too near costs precious energy. 

The best thing to do is stand 
at a safe distance and spang 
off a sling-shot. This is espe¬ 
cially worthwhile as one of the barrels 
holds a Warp to a secret vault. 



Si 
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COPAN TEMPLE 

Things take a distinct turn for the gross in 
this level. The whole place is crawling with 
creepy tarantulas, rats and, gulp, angry 
temple spirits. The temple is like an assault 
course too, meaning much ducking and 
crawling is necessary in order to negotiate 
the bizarre obstacles blocking Harry's path. 

(LEFT) Look for the badly-drawn scorpion sprites 
which lead Harry Jr to a secret warp... 


LOST CITY OF COPAN 

They don't call this the lost city for nothing - 
it's a maze of platforms, locked doors and 
spaces that Harry can only crawl through. 
Beware of the skeleton attacks and remember 
that they must be skulls only before they are 
finally defeated. 


TONGUE AND 


GROOVE 

It's great fun bouncing up and down on the 
various tongue structures that protrude from 
the ancient walls. Extreme accuracy is need¬ 
ed, though, to reach the highest heights via 
these bouncy by-ways. The falls are always 
the longest too. 


SWITCHED ON 

To Harry's great frustration, many of the 
doors he encounters in this level are locked! 
It is prudent, then, to whip, shoot or shove 
any odd-looking lumps or protrusions in the 
walls - you never know! 


JAGUAR TALES 

The end of this particular level sees Harry 
doing battle with a duo of deadly stone 
Jaguars. The best way to defeat this duet is 
divide and conquer. Use the boomerang to 
damage the first Jaguar, reserving the sling¬ 
shot for the second one. Sooner or later 
they're both going to pounce at once. Jump 
directly up to escape their advances, making 
sure to land on the spot 
you leapt from. The 
Jaguars should now 
return to their pedestals 
for a rest. Use the 
exploding stones to fin¬ 
ish one of them off and 
treat the other as you 
did the Jaguar in the 
Ceiba Jungle. 


FIRE DOWN BELOW 

Timing is the key to negotiate the swinging 
balls of fiery doom. Successful negotiation 
unveils a bonus heart. Also, when Harry is 
mid-way down the rope on the other side, 
there is a secret room off to the left holding a 
useful switch. 


STEP IT UP 

The steps and flames section 
has to be covered at a 
rapid pace to maintain 
the necessary momen¬ 
tum to carry you 
across 
the 
gaps. 

Before 
you 
reach 
the final 
stretch to 
the exit, look for a 
lonely canister, and 
whip it for an extra life. 


CREEPY CRAWL 

Press DOWN and B and Harry drops to the 
floor and is able to crawl through the small¬ 
est gaps. Trouble is, these gaps are quite 
often hard to see. Most, however, yield 

some sort of reward. At 
the very top of the 
level, for instance, 
just such a gap 
holds a Heart and 
a handful of gems. 


TRAMPOLINE TRIBU¬ 


LATIONS 

Reach the top of the 
first section and 
Harry finds a cou¬ 
ple of spider's 
webs. The real trick 
here is to bounce 
off the first without 
sponging off the sec¬ 
ond. If this is per¬ 
formed successfully 
and Harry is on the 
other side, a switch 
that opens the door to 
a bonus room is hidden 
behind the wall. 
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CART CARNAGE 

As soon as Harry drops through the trap door 
at the end of this level, the Mine Cart assault 
begins. Rather than stand and face the tear¬ 
away trucks, the best advice is to run to the 
left and get ready to jump. Continue to run 
left and be prepared to jump more or less as 
soon as Harry hits each new ledge. At the 
very end of the level the only escape is to 
jump to the platform above the carts. 
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MAYAN CALENDAR 


WHEEL 

This perplexing boss is potentially the easiest 
in the game. However it is also the most 
deadly and one touch is all it takes to lose a 
life. Beating it is a piece of cake if you follow 
this simple procedure. As soon as Harry as 
pulled the last lever that unleashes the 
Wheel, leg it to the left. Head through the 
doorway and jump at the edge of the stairs. 
Harry should easily clear the Wheel and 
make it safely to the exit. 


LAKAMUL 


RAIN FOREST 

It's back to the fetid rainforests for one of the 
shortest levels in the game. There are two 
ways to take on this level - via the treetops or 
along the warthog-infested ground. An 
added nuisance to the low level is the many 
tarpits. If Harry gets anywhere near these 
he's a goner. 

ADDERS AND 
LADDERS 

Harry has used snakes as ladders 
already in the earlier levels. In 
this part of the game however, 
it's a bit more tricky and he 
must try to knock them out in 
advance of his arrival. Timing, 
once more, is the key and the 
dopey ropes must be climbed 
before the snake wakes. 


YAXCHILAN LAGOON 

Very tricky indeed, this level, and best 
approached at a steady, well-considered 
pace. The first section can be completed 
easy enough by heading left at the water¬ 
side. A 1 -up lurks at the top of the vine too. 
You'll need it. 


SUPER SNAPS 

Never smile at a crocodile, unless you want to 
end up as elevenses. The key to this tricky sec¬ 
tion is to watch the crocs' movements where¬ 
by a pattern soon emerges. They may be used 
as platforms when their mouths are closed. 
Harry can stay atop a stationary croc's head 
as long as he wants. The moving ones are a 
different story and should be jumped off 
of at the earliest given 

opportunity. 


TIKAL RUINS 

The end of the game is fast 
approaching, so don't let the big- 
match pressure get the better of you. 
In this level trouble comes from all 
sides, especially from 


STUMP JUMPER 

There's one sure-fire way to get Harry 
back into the relative safety of the 
branches and that's to have him climb 
inside a tree-stump. These woody won¬ 
ders cannon our lad off in the blinking 
of an eye. 


HOME RUN 

The exit to this level's not hard to find, 
being located in the top-right area of the 
map. Make sure Harry jumps slightly to the 
left, though, to make sure he catches the 
death slide home. 


MINECART 

It's back down the mines for this 
hair-raising section. This time, 
though, it's best not to do any ‘ 
exploring on foot... 


RED LIGHT 


SPELLS 


DANGER 

The quickest and safest 
route out of this night¬ 
mare level is to stick to the 
one track. Keep a careful eye on the traffic 
lights - when they turn red it's time to jump 
- or time to die! 


INSIDIOUS 


These pesky poltergeists are easy 
enough to avoid on their own but a royal 
pain to dodge when you're trapped inside a 
speeding minecart. Our best advice is to 
make prudent use of the Pause 
button so you can plan Harry's 
jumps and ducks in advance. 
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WHEELS ON FIRE 

It's that deadly Mayan Calendar Wheel 
again. No tactics this time, though. Leg it 
like you've never legged before, but be 
careful for that last jump - it's a doozie. 


This is it, only a kind of best-of of all the game's trickiest bits 
stands between you and the final showdown with the 
Warrior Zakelua. Most of the challenges should be familiar 
enough, although the route is tricky. The quickest way 
through the level is to follow the route pointed by the save 
statues. 

TRAP DOOR TEASER 

Blimey, the level's just begun and already 
Harry's being harassed - there's a trap 
door that just won't open. The trick here is 
to stand behind the pillar in the centre of 
the room and jump. This catapults Harry 
skywards towards two spiked balls and two 
switches. Hit the left-hand switch first, then 
the right to open the door. 

SLATE QUANDARY 

Careful timing on the moving slates is vital. 

An extra life lurks at the far right, but getting 
back to the path is too tricky to be worth the 
hassle. Be careful when facing the spiked 
balls - one false move and it's curtains. 




A2600 PITFALL 

Yes the original version does exist in the 
latest version. To access the game press 
SELECT, A 6 times, and SELECT again on 
the Pitfall title screen. Turn your Super 
NES into one of the crappiest machines 
of all time. Hoorah! 


COINING IT 

The best way to negotiate this tricky section is 
to follow the lines of coins. Each line begins 
and ends at a bouncy tongue. Harry must be 
accurate, but this is a simple 
enough section really. 


JAGUAR MAN 

Try and collect as much ammo from the earli¬ 
er rounds as possible before going in to face 
this guy. His attacks are swift and deadly. Try 
not to use any of Harry's exploding stones 
until Jaguar Man has been weakened. This is 
doubly useful because, should harry die, he is 
returned with all the stones he had at the 
time of his death. To defeat this boss use the 
slingshot and learn his 
rhythm - fire off a couple 
and jump to avoid his mor¬ 
phing dive, turn around and 
repeat the process. 

(LEFT) When bouncing Jr over 
these tongues use the lines of 
coins os guidance. There are 
other bonuses , such as 
hearts and boomerangs , 
but only go for these if you 
are confident of managing 
Jr's precarious position. 


THE WARRIOR SPIRIT ZAKELUA 

This is the toughest part of the game, so be prepared for a long 
and drawn-out fight. The key to defeating this boss lies in giving 
yourself plenty of room to escape his many attacks. As with Jaguar 
Man, it is advisable to save up those exploding stones until you 
believe you have a fair chance of beating him. Use the slingshot 
and try to get a couple of shots off at his head to stun him, then 
follow up with an exploding stone. Don't use that bonus heart until 
you really, really need to and be sure to 
duck his tractor beam and run under¬ 
neath him when he jumps in the air. A 
bit of patience is all's required to defeat 
him, then 


These pits of sinking sand look not 
unlike the tarpits Harry has met 
earlier on. Fortunately they're 
nowhere near as deadly and 
repeated presses of the jump but¬ 
ton should get Harry out. The 
eagles take advantage of Harry's temporary 
predicament and attack, so best deal with 
them before entering a pit. 


NO ESCAPE 

Just how does Harry escape when there 
appears to be no exit in sight. The answer is 
to return to the rope that lead 
‘X Harry in. About halfway 
down there's a door 
switch. Position Harry 
appropriately and 
spang it to release 
the lock. 
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I’m gonna write a PLAYER'S GUIDE! I’m gonna dedicate it to all 
those GAMES PLAYERS out there... I said I'm gonna DEDICATE it 
to all those GA-AMES PLAYEE-ERS out there, who know a mighty 
good game when they PLAY one - know what am sayin’? / KNOW 
you do! 

Well Ladies and Gentlemen, there’s one WILD game just out, from 
the fellers at Hudson Soft, yeah ALRIGHT! And my friends over 
here at NMS think it’s a mighty fine game, ain’t that the truth! And 
this is a player’s guide dedicated to that game called... just a little 
player’s guide called: HAGANE! Alright! Yeah! Cummon'... 



(ABOVE) Long-range attacks are rec¬ 
ommended for these armful enemies. 


MISSION ONE 

I SAWED THREE SHIPS 

Hudson Soft intend this first mission to act as a 
training ground for the ancient, somewhat rusty 
cyborg Hagane. So, however imposing the colossal 
battle ships that loom over head appear, they are 
simply huge targets for Hagane to practice those 

skills brought into play with the L 
and R buttons. Tumbling twice 
before jamming his sword into 
the ground, Hagane summons 
the spirit of a Dragon to scorch 
the immediate area, while leap¬ 
ing at the end of the tumble sees 
Hagane launch into the air with 
its legs wrapped in mystical 
flames. Ptcha! And you thought 
fire jugglers were impressive! 

In this primary stage, Hagane 
also discovers how to attract the 
fire of the larger craft whose can¬ 
nons are mounted on turrets. Keeping low then 
leaping in to swipe with the sword is an invaluable 
tactic. Also sliding beneath the attacks of minor 
enemies is a skill worth investing in here, as it is 
essential later in the game. 


FIRST MINI-BOSS 

GROPE 

Poor Grope! His one claw simply isn't good 
enough to snatch Hagane's life away, when all our 
hero need do is keep a safe distance. Any weapon 
is effective against Grope. 


FOOT LOOSE 

When dashing over the col¬ 
lapsing roof-tops, all Hagane 
need worry about is keeping to 
the roof supports. Also, holding 
back helps to predict what's 
ahead. Depend on the sword to 
keep on-coming enemies at bay 
while preparing for those spur of 
the moment flights onto the next 
building. One final leap requires 
the use of a somersault to get 
across. 


(ABOVE) Don't get too far ahead of yourself on this level, 
otherwise it won't just be the roof that gets caved in. 



BLAST ENEMY NINJA ASIDE 


MISSION ONE BOSS 

HEADS UP! 

'Little bloke in interesting dress' soon becomes 
'Master of Darkness' with a flick of his wrist. It's 
your task to kill him before his almighty servants 
dispose of Hagane. Keep an eye on the shoulder 
plates of the giant guardians as indication of which 
arm is preparing to lash out next. When they do, 
keep our man as far away as possible. It is better to 
employ the blade to strike the magician as he swirls 
about the room; not only is it a powerful ally at 
close range but it deals with those tiny bolts of blue 
plasma effortlessly too. 



MISSION TWO 

I’M CRUSHING YOUR HEAD! 

Scare tactics are not 
enough to deter ancient 
military hardware from 
accomplishing its mis¬ 
sion. Hagane merely 
steps aside when flam¬ 
ing skulls, having buried 
themselves in the 
ground, emerge as 
spikes. Use Shuriken 
sparingly to deflate this 
swell head. 
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MISSION THREE 

INTO THE HOLD 

Taking place on the back of a giant space ship, 
Mission Three's opening gambit for Hagane sees 
the heroic ancient cutting a swath through missiles 
and gun turrets. Before he does all this, however, 
check out the secret power up lying at the bottom 
of the pillar at the far left of the war zone. 



HANG TOUGH 

Still learning fresh tactics, 
Hagane discovers that the only 
way to progress through the 
flames of the huge burners is to 
flip from one side of the moving 
platform to the other. When trav¬ 
elling over the mystic at the half¬ 
way point, use Hagane's foot to 
stomp him out of action, other¬ 
wise there's no safe place to land 
after collecting the life-extending 
power-up. 




COLLAPSING CALAMITY 

The magic power-up seen tucked away in the far 
corner at the beginning of the third section looks is 
gathered by having Hagane cling to the underside 
of the ledge. The collapsing floor soon replaces 
itself, allowing Hagane to walk back to safety. 


ROUND AND ROUND 

A very simple tactic brings the engine room to a 
stand still. Keep Hagane safe in 
the bottom-left corner of the 
room and use Shuriken to knock 
the centre-piece out of action. 

The Bio transferring itself from 
one port of the engine to another 
is easily dodged by keeping 
Hagane to this one place. 


MISSION TWO 
BOSS 

FLYING TONIGHT 

Use the blade or explosives to 
finish the Tower Magician. The 
mid-section of the craft is the 
only area susceptible to damage, 
and only then when it presents 
itself as separate to the main 
body. At this time take Hagane in 
close to attack with the blade or 
stay clear, tossing explosives. 
When the Boss is defending itself 
with lasers, dodge them. When 
the satellites swoop toward 
Hagane, use the blade to duck in 
and destroy the middle section. 




THE RETURN OF TIM BOONE 
Once inside the ship, Hagane encounters giants 
wielding maces. They are best challenged by kneel¬ 
ing close to their bulk and swiping with the blade, 
leaving the Koma clansman's weapon to sail pain¬ 
lessly overhead. Get ready to have Hagane jump to 
safety should the mace return before the giant is 
destroyed. Obviously it is better to smash the ceil¬ 
ing-mounted lasers before committing Hagane to a 
fixed position. 

SECRET STASH 

Damage-free negotiation of the flame-thrower 
gauntlet requires Hagane to duck or leap with pre¬ 
cise timing on the player's behalf. At the top of this 
elevator shaft is a secret room, found by jumping 
left instead of to the right when Hagane reaches 
the top. It is hard to reach as progress is barred by 
tricky clansmen and a curtain of lasers. Once the 
way is clear however, Hagane helps himself to life 
power-ups and a full stock of weapons. 


UP TO YOUR EYEBALLS 

What at first seems a torturous affair with articu¬ 
lated laser cannons is soon exposed as a simple job 
of junk disposal. The cannons mounted on the end 
of each arm serve as platforms from which Hagane 
attacks the blue movement sensors. Damaging 
these causes a chain reaction causing the whole 
arm to explode! 
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MINES A LARGE ONE 
Having used the mine-cart to 
cross the lava lake, Hagane is 
confronted by a line of collaps¬ 
ing platforms, off the back of 
which he is expected to cross 
the remainder of the hot stuff. 
Somersaulting is the only way 
forward, and no time wasting - 
trash the Koma clan droids, 
then make a move. 


(ABOVE) You'll need to be clairvoyant to 
predict this slippery character's moves 


Advice for these air-borne 
stages is simply to ensure Hagane 
collects every power-up dropped 
by fallen clansmen as possible. 
Remember it's okay to jump for the 
sake of evasive action. 


MISSION THREE 
BOSS 

HOSS HEAD 

With a full quota of energy and 
a magic spell or two in reserve, 

Hagane can chance smashing this 
horse spirit in the mush at close 
range with scant regard for his safety. The creature 
gives in before Hagane's constitution burns out. Of 
course this situation is unlikely, so prepare to dodge 
evenly spread fireballs, through which it's safe to 
weave through from a distance. If not fireballs, 
howling miniatures of the horse spirit are kept at 
bay with the trustworthy blade. 


SWINGS AND ROUNDABOUTS 

Where spikes shoot from the floor and cutters 
swing from chains above, Hagane may choose 
between monkey-swinging from the ceiling and 
dropping to safety when the area below is clear or 
chance wasting time and trusting precision timing 
by taking the ground route. In either case the posi¬ 
tion of the cutters is of most concern. Don't attempt 
to slide Hagane beneath the spells of magi - he 
might end up skewered. Jump the plasma bolts 
instead. 


MISSION FOUR BOSS 

CALAMITY CARTWHEEL 

Calamity Cartwheel has four 
distinct attack patterns. In the first 
case it fires a spray of fireballs, 
easily avoided by Hagane if posi- 


MISSION FOUR 


tioned as shown in here. Strike at 
its features with the sword when 
at close range. Once damaged 
the panels enclosing the wheel 
fly off and flutter about the room 
- keep these at bay with the 
sword too. Next the wheel 
attempts to crush Hagane with its 
weight but its pattern is nothing 
more than a diagonal drop, easi¬ 
ly predicted and therefore 
dodged. In its final incarnation - 
a face - the Boss drops flames 
which spread over the floor from 
the centre out. Hagane leaps 
over them to survive, but is care¬ 
ful not to rise too high for fear of 
banging his head. 

MISSION 
FIVE 


HELL BREAKS LOOSE 
Stage one of mission five wastes no time in its 
attempt to crush Hagane. A large representation of 
the Koma Klan rush into view from the left and 
right, from whom there is no escape but at least 
Hagane gets to capitalise on their power ups. 
Hagane's first major concern is a bizarre craft with 
a horses head. Attacking with missiles and a toxic 


UP AND UNDER 

Shipwrecked on some mysterious plane, Hagane 
searches the tree-tops for secret power-ups. An 
extra life, weapon stocks and health replacements 
are all somewhere, up there. 

THAT MAN AGAIN 

This guy makes us laugh. He is 
of absolutely no consequence but 
he's so-o irritating, and Hagane 
absolutely cannot progress without 
whipping his ass! Those unsure of 
their close-quarter strategy are 
better off abandoning the blade in 
favour of long-distance tools such 
as the Shuriken or explosives to scare the 'flashing 
blade' away. 


GRAPPLE WITH SNAPPLE 

When exploring the underground caverns 
Hagane is met by obstacles that appear unsurpass¬ 
able. Of course this isn't the case, so overhangs too 
narrow for a full-grown cyber-organism to pass 
under are slid beneath instead, whereas ledges out 
of reach are obtained by using the grappling hook. 


SCALY SCUM SUCKERS 

For a creature encountered in the general run of 
things, this giant snake presents Hagane with quite 
a few head-aches. Basically, lure the beast's head 
toward Hagane and hack away 
with the blade and protect the 
cyborg's head from falling rocks 
by keeping him in a corner. 

Watch his feet though - you 
never know where that snake is 
going to appear next! 
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cloud, Hagane's best chance is to 
lob explosives onto its back. 
Immediately Hagane is met by a 
heavy-duty ground vehicle, 
whose defence is a huge front- 
mounted laser beam. Again the 
explosives are best employed to 
clear the road. At the close of 
stage one, the comedy useless 
sword-guy makes a second 
appearance. He is quite a pain in 
the neck this time around, with 
new attacks such as somersaults 
into the air and fireballs to com¬ 
pliment the scurry over the 
ground. Learning how to predict 
these attacks is the only way to 
counter them. 




(ABOVE) Sticks and stones can break his bones , but names 
will definitely cause internal bleeding. 


TELEPORT 

Out of all the confusion the most valuable hint 
we can offer for the second stage of Mission Five is 
to make use of the teleports. Enemies waiting on 
the other side yield plenty of power-ups, so it's 
worth nipping in and out to get what you can for 
Hagane. 


CRUSHING TIME 

The first of two unforgiving 
reflex challenges forces Hagane 
to somersault non-stop up a 
vertical labyrinth of a tower. 
Make too many mistakes and 
Hagane is crushed into dust. 


WALL OF DEATH 

Somersaults are the key to a 
speedy escape from the 
encroaching wall of death. Don't 
waste any time trying to gather 
power-ups from fallen Koma 


WAHAAAAY! 


There's only one foe for 
Hagane to consider in stage 5-3, 
and it's this guy! However huge, 
he isn't so tough and only uses 
foul language to shout Hagane 
down. Explosives are best put to 
toasting the weirdo from all 
sides, occasionally resorting to 
the blade for help in chopping 
the circular runes from the air, as 
they yield extra goodies. 


guards and avoid fighting them wherever possible. 
Have Hagane start lobbing explosives at the wall, 
which prevents his escape, as soon as possible. 
Waste absolutely no time here at all! 



MISSION FIVE BOSS 

OH LORDY 

A very sneaky trick is used to get the better of the 
penultimate boss character. The huge image of the 
god is unable to hurt Hagane; it is the blades on 
the sides of its chariot that do the damage. Those 
and the magical attacks launched Hagane pictures 
the fingertips to be. The most common example is 



the exploding blue ball of plasma, which Hagane is 
safest dodging in a far corner. Should the chariot 
get too close, simply have Hagane somersault over 
its back. Lightning bolts work their way from the 
centre of the screen outwards, so carefully inch 
Hagane out of their way. Between attacks a small 
device protrudes from the platform, and this is 
Hagane's target. Problem is it is programmed to 
appear in a different place each time, so perching 
on the back of the holo-boss's chariot is the best 
way to ensure as many hits are possible. 

FINAL MISSION 

HIGHER GROUND 

Without he aid of at least five magic attacks as 
back up, Hagane may as well forget the task of 
bringing this awesome monstrosity down to earth. A 
multi-faceted, missile-cum-mutant is launched at 
the very start of this final stage and it is Hagane's 
task to stop it from embarking on its voyage of 
death. Two groups of faces circle the missile, one at 
mid-way with the other near the top. Every last one 
of them must die before time runs out, and Hagane 
has just over a minute to perform this duty. To 
make life difficult fire-breathing gargoyles line the 
walls perched on the same platforms Hagane uses 
to gain a satisfactory vantage point. As soon as the 
faces are in view, let them have a taste of Hagane's 
magic power and use explosives or the sword to 
cause even more damage. Good or bad as it may 
turn out, this is the end of Hagane's mission. 
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NORTH EAST TERRITORIES 

One of the more tricky levels, caution is 
advised. In total three people have to be 
assassinated to succeed, the first being near 
a small bunker in the bottom-right. The next, 
a droid, is where you start the mission. 
Number three is at the location of the first 
killing, so it's a good idea to clear the area of 
enemies the first time round. Once you've 
finished off all of the agent, a return journey 
to the small bunker is necessary for the e^it. 

GREENLAND 

Not very green at all, in fact more of a 
snowy colour, at the start of Greenland, 
choose one agent to run up the middle of 
the level to destroy all of the guards. Once 
complete, the victims of your assassination 
orders are in the bottom-left and right 
areas. Leave via the top-left. 


PLAYER'S GUIDE 


don't enter the thin corridor. Instead take one 
agent through the cleared corridor and grab 
the weapon from the small square under¬ 
ground room. You'll have to go to the top-left 
for the third weapon, and then to the bottom- 
right for the fourth at the end of the pier. To 
evacuate, take the agents through the long 
tunnel that starts at the top and goes all the 
way down the right-hand side. 


NEW SOUTH WALES 

Head straight for the bottom-right to per¬ 
suade the victim. Now assassinate the guy 
near to where you began the mission, and 
evacuate near the telephone boxes over on 
the left-hand side. 


Following on from last month's cyber 
extravaganza, here is, as promised, the 
concluding part to the ultimate guide to 
beating the techno assassins of the 
future. The rules remain the same, and 
depending on how powerful your team is, 
you're going to have to be on your guard 
against ever-improving enemy agents. 


ALASKA 

Locate the square building in the bottom- 
left. Inside you'll find the man who needs 
persuasion. The evac point is over to the 
right, but you'll have to make your way 
round the the left-hand side of the narrow 
building on the centre. 


NORTH WEST TERRITORIES 

A nimble mission, and one that shouldn't tax 
you too much. Simply take the Gauss gun 
from the building in the top-left and assassi¬ 
nate the man in the same area. Return inside 
the building to complete the mission. 


YUKON 

A great opportunity to nab some new agents 
with the Persuadatron. If you're not in need 
of fresh legs, kill all of the agents and head 
for the evac at the top of the level between 
the buildings. 


WESTERN AUSTRALIA 

As ordered, destroy all of the Enforcers by fol¬ 
lowing the radar display. Although the level 
contains some enemy agents, they shouldn't 
prove to be too much trouble. Once all of the 
droids have been decommissioned, head to 
the exit in the extreme bottom-right. 


NORTHERN TERRITORIES 
(AUSTRALIA) 

Quite possibly one of the toughest levels in 
the game, you might want to leave this one 
until last when you have amassed a suffi¬ 
ciently powerful team. The enemy agents are 
armed with lasers, so the best option is to 
group up, pump them full of adrenaline,and 
go into panic craze mode. As soon as you 
start, run out of the building and to the right. 
Guns blazing you should take out most of the 
enemy. Now make your way to the bottom- 
left to collect the weapon needed to complete 
the mission. Return to near the building you 
started from, and head for the clearing where 
agents will be lying in wait. Whatever you do, 
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NEWFOUNDLAND 

At the start of the level, your red agent is on 
their own. You must firstly rendezvous with 
the other team members in the top-left. 
Travelling through the covered areas can be 
frustrating with no set route, and when the 
others are found you will have to have to 
make your way round the level in a clockwise 
direction to reach the target in the bottom- 
left. To depart, retrace your steps to the right 
of the centre where you will see a large 'H' 
next to an air filter. 




CALIFORNIA 

No time for Californian dreaming when there's 
business to be done. Take out the character 
hiding in the building to the bottom-left. Now 
kill to agents, and evac in the top-left. 



ROCKIES 

Take out the the enemies hanging around the 
bunkers inside the fenced off area to the right 
of the start. Now destroy the two cars in the 
parking lot, and wander over to the left-hand 
side for the airlift. 



MIDWEST 

From the start, go up and to the left to find 
the man in the building. Kill him and move to 
the top-right for the departure. 



NEW ENGLAND 

The difficulty stakes have been significantly 
increased from this point forwards, so keep 
on your toes and don't let the enemy 
agents get the upper hand. Grab the suit¬ 
case from the building in the bottom-left, 
and then make your way to the exit in the 
middle of the level. 



COLORADO 

Find the 'L' shaped building in the top-left for 
the first of your victims. Then look for the 
construction with a small lake in the middle 
for the second character. The third, and final 
guy is in the building to the bottom-right. 
Evacuate via the bottom-left. 



SOUTHERN STATES 

First off are the well-armed agents hiding out 
in their bunker to the bottom-left. Next up for 
the chop are a group of innocent civilians 
over to the right. The evacuation point is near 
four parked cars in the top-left. 


MEXICO 

Once more it's a case of brutally eliminating 
the civilian population. Don't hang about 
though as there's a time limit. Return to the 
start to complete the mission. 
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COLUMBIA 

Find the large bunker in the top-right and 
pick up the weapon, before confronting the 
Enforcers armed with mini-guns. Look out for 
them hiding out in the same building as you. 
Exit from the bottom middle of the level. 


VENEZUELA 

Take one or two agents and head across the 
narrow walkway in the top-right to assassi¬ 
nate the guy on the island. With the remain¬ 
der of your team, persuade the character 
near the start and evacuate via the small 
building to the bottom-left. Watch out for the 
ambush near the end. 



PERU 

Locate the weapon in the multi-storey build¬ 
ing to the top-right, and assassinate the two 
men near the cross-shaped building to the 
bottom of the level. The next weapon you 
require is in the left-hand of these buildings. 
Once collected the final weapon is to be 
found in the thin building to the bottom-left. 
Now seek the victim for the Persuadatron in 
the top-left, but be warned you have to go 
the long way round to avoid all of the rivers. 
Double back on yourself to find the exit. 



(ABOVE) Look at that poor enemy agent, he's not 
even going to know what's hit him. Ha, ha, ha, ha... 

(RIGHT) Awlroight sunshoine. Get your apples and 
hands up against the wall. 

BRAZIL 

Quick, clean, effective. Simply waste the 
entire civilian population and make a sharp 
exit to the bottom-right. 




URUGUAY 

Head left of the start and assassinate the 
man inside the building. Next head up the 
road to the right and take out the three tar¬ 
gets, all of who should be hanging around 
the general vicinity. Take out the guards and 
droids, following this with the persuasion of 
the man in the bottom-right. Evac at the point 
where you see the big holes in the ground. 


PARAGUAY 

Kill the guard in the inside the thin building 
down in the bottom-left, and follow this by 
persuading the two men before exiting from 
the bottom-right. 



ARGENTINA 

Take a hike up the road to the guy hiding in 
the large building who i in need of some per¬ 
suasion. Next look about for the police droid 
near to where you started. With both in tow, 
head north to the top-right for the finish. 



ATLANTIC ACCELERATOR 

Nearly all of the level is underground so con¬ 
centrate on using the radar to get around. 

From the outset, go through the door, up and 
round in a clockwise direction through the pas¬ 
sage. Head for the bottom, turn left and up 
through the central opening for the first target. 
Once disposed of, back-track for a droid who 
suffers the same fate. Target three is an agent 
located in the bottom left through a tunnel. The 
final guy is in the left enclosure near to the final 
weapon. You can now exit to the bottom-right. 
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REVIEW 


HOW DOES A MAN SURVIVE IN THE, 
THAT HUFFMAN HAS BECOME? 



CART SPEC 


• BY: SQUARESOFT 

• PRICE TBA 

• RELEASE: TBA 

• GAME TYPE: ACTION RPG 

• CART SIZE: 24 MEG 

GAME FEATURES 

• /VO. OF PLAYERS: 2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: Yes 

• CONTINUES: Battery Backup 

• OPTIONS: Save/Load game 

CAME INFO 

• GAME ORIGIN: More RPG 
action from Squaresoft but 
based on tbe traditional 
wragaming method of taking 
turns to move, fight, etc. 

• GAME DIFFICULTY: Tough 

• SCORE TO BEAT: Complete 
two missions 

• ALTERNATIVES: Just about 
any Squaresoft game and the 
other top titles from Enix. 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Good 

® 

For information 

® 

Menu/execute com¬ 
mand 

O 

Menu 

® 

No function 


L: No Function 

R: No Function 

<® 

Start: Starts/pauses 

Select: No function 

j 


GAME CREDITS 

• DEVELOPED BY: G-CRAFT 

• DISTRIBUTED BY: SQUAESOFT 

• MADE IN: JAPAN 

• ARTWORK: c 1994 SQUARESOFT 
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W hen it comes to role-playing games 

and vast sprawling adventures, there 
is only one console worth considering: 
the Super NES. This is mainly thanks to one 
company. Their name? Squaresoft. 

This firm is practically a deity in Japan 
owing to the Final Fantasy series of games - 
immensely deep, fascinating adventures that 
have really captured the imagination of 
adventure gamers across the globe. Secret of 
Mana was yet another Square hit and now 
those plucky fellows are back with the oddly 
titled Front Mission. 

This game is set in a post-apocalyptic future 
where the world is in danger of descending 
into chaos and the real power belongs to the 
man who owns the most fearsomely armed, 
most powerful robot. 

You take the part of a character who feels 
partly responsible for the outbreak of war 
(because he failed to stop a key military target 
from being destroyed) and have charged your¬ 
self with the unenviable task of taking on all 
the evil-doers. This is not going to be easy, 
because quite frankly you don't have any 
money and your robot is pretty rubbish, pack¬ 
ing the weediest firepower around. 

It's up to you to reverse this situation, 
become all-powerful and wipe out your ene¬ 
mies. Sounds simple? Remember, this is a 
Squaresoft product, so expect a long, torturous 
task ahead crammed with unimaginable hard¬ 
ship, endurance and woe. 


(ABOVE) Kalen buys the form! You get a chance to avenge 
her when you clash with Driscoll later in the game. 


BATTLE ROYALE 

The most exciting parts of Front Mission are definitely the isometric 
battle screens. This is probably because they're essential to the *0 

game's progress and allow your characters to gain experience (and 
thus earn extra levels). They basically involve you and your opponent 
taking turns, deciding which weapons to use at which points. 














































BATTLEFIELD 


REVIEW 



kXl 


LONG RANGE ATTACKS 


Potentially the most devastating 
attacks in the entire game. Your 
robot fires off missiles which 
inflict different amounts of dam¬ 
age depending on your pilot's 
skill and the range involved. If 
you're in close range, your robot 
backs off, during which time it's 
vulnerable to attack. 


WEAPONS 


Great for close-range battle. 
Basically this entails firing off one 
of your arm-mounted weapons - 
the most common being raptors 
(large machine guns, causing lots 
of small hits) and varying types of 
siege cannon (one big hit with 
these muthas). 
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(ABOVE) The enemy leader Driscoll 
and his mech cohorts prepare to 
launch the fiorst attack on a hapless 
USN representative. 
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I must be the 

,P ^•96. °njy Super 
NES owner 

- 3 in ,he c ° s ; 

4+W^ M mOS W ' l ° S 

*■ never played 

M a Squaresoft 
^ m | RPG before, 

jrm L so when this 
was handed 

RICH ,omef ° r 

review, I was 
more than curious. Like a lot of 
adventures it takes hours to get 
into, but the theme of huge 
robots using large weapons to 
duff each other up with proves 
mighty intriguing. Like just 
about any other decent RPG, the 
name of the game involves 
building up a suitably awesome 
range of characters, and in this 
respect Front Mission more than 
delivers. Watching your ace pilot 
go into action is excellent stuff - 
a real reward for all those hours 
of gaming you've put in. As I 
said, I haven't played many 
Super NES RPGs, so I can't real¬ 
ly compare them to this - but I 
do know quality when I see it 
and Front Mission delivers that 
in spades. 
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ANATOMY OF A ROBOT 

Your robot is basically composed of a whole man¬ 
ner of different components which you mix 'n' 
match to your liking. Here's a breakdown of a 
decent robot for you to look at. 

BODY: Main powerhouse for the robot. You can't 
have a wimpy body with super-powerful limbs. It 
just won't work. 

ARMS: Choose weak under-armoured arms and 
you can kiss goodbye to half your weaponry if you 
sustain one hit from an enemy. Have a decent 
short-range weapon in each hand. 



SHOULDERS: You mount your long range 
weapons on these shoulder pinions. This type of 
weaponry usually involves guided missiles of 
some description. 


m 





HAND-TO-HAND 


LEGS: You can't take much weight if you don't 
have strong legs. It's important to upgrade these 
when you start to get better weapons. 


If you've spent a lot of your "hard earned" on new 
arms for your robot, you might want to try out their 
punching prowess (big damage can be inflicted with 
a decent right hook!). The problem is, if you're at 
range, the enemy can get their licks in before 
you've even got near to them. In which case, you're 
more likely to miss. 



BATTLE MAP 

The main game battles take 
place on these isometric 3D 
landscapes. During the battle 
sequences, this screen gives you 
the overall look of the battlefield 
(as opposed to the more close- 
up combat screens). This is 
where you position your robots, 
use items, and basically prepare 
your strategy. And you are going 
to need one - Front Mission's 
battles are extremely tough. 
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TAKING STOCK 

Most of your weapon-buying, information gathering 
and gladiatorial combat takes place in the game's 
big cities. This is where you tool up your characters' 
robots and get yourself down to the local military 
office to pick up your next assignment. You also 
save or load positions here (so no, you can't do it in 
the middle of combat). 



(ABOVE) In the cities you can stock up on the latest 
weapons; parts; repair your mech and earn cash by fighting 
in the colosseum. 
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(ABOVE) Before each mission you can select the mechs that 
you want to use. 


REVIEW 


BREAKDOWN 

STRATEGY 
ACTION 
CHALLENGE 
REFLEXES 
ORIGINALITY 

LONG-TERM INTEREST 

HOUR 
DAY 
WEEK 
MONTH 
YEAR 


GRAPHICS 

A The battle graphics 
ooze quality, the static 
screens are awesome and 
the mission visuals are 
functional... 


SOUND 

A Absolutely nothing 
wrong here. Front Mission 
boasts an excellent array 
of smart explosive sounds 
and a variety of absolute¬ 
ly outstanding music. You really need to 
connect up your hi-fi for this one. 


PLAYABILITY 

A No complaints here 
whatsoever - Front 
Mission is deep, absorb¬ 
ing and very exciting in 
combat scenarios. 

T You miss out on important pointers 
and tips if you play the Japanese import 
version. 

LASTABILITY 

A An absolutely enor¬ 
mous quest awaits you in 
Front Mission. Look, it's 
Squaresoft, all right? 

▼ The battles might seem just too pro¬ 
tracted and overlong for action fans. 


OVERALL 

Squaresoft hand 
in yet another 
superlative adven¬ 
ture, this time with 
no Tolkien-esque 
rubbish in it whatsoever. Just robots, 
explosions and death. 
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CART SPEC 

• BY: ACCLAIM 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE SHOOTER 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD : No 

m BATTERY BACKUP No 
m CONTINUES : Password 

• OPTIONS Control, difficulty 


GAME INFO 

• GAME ORIGIN Based on a 
highly successful movie, itself 
a vehicle for the dubious tal¬ 
ents of the Austrian Oak him¬ 
self, Arnold Schwarzenegger 

• GAME DIFFICULT] Medium 
% SCORE TO BEA1 reach 
China level 

• AL TERN A TIVES: Zombies, 
Smash TV, Total Carnage, 
Pocky and Rocky, the Chaos 
Engine 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS Dodgy 

Shoulder Roll 


Swap Weapon 
Fire Weapon 

Lock Fire 

L: No Function 
R. No Function 

Start: Starts/pauses 
Select No function 


GAME CREDITS 

• DEVELOPED BY: JLN 

• DISTRIBUTED BY ACCLAIM 
% MADE IN: USA 

• ARTWORK: © 1995 ACCLAIM 
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(ABOVE) "Hey you! Have some ov zis!" "No! You have 
some ov zat!" Ho ho. Those crazy terrorists 


(ABOVE) Just what you need when you're being shot at 
from all sides - a smarmy, fat-lad with the sort of face you'd 
never tire of punching patronising you. Gnnnh! 


(ABOVE) "You're going dahn coppah! You'll never take me 
alive! I'll take you all wiv me! etc..." 


S ay hello to Harry Tasker. He's 
just your ordinary Joe - holds 
down a steady nine-to-five job 
with a computer sales firm, lives in 
the suburbs with his wife and prob¬ 
lem child. There's nothing extraordi¬ 
nary about Harry, oh no. Well, apart 
from the fact that he has a penchant for 
brutally slaughtering international ter¬ 
rorists. Strictly by way of a hobby, mind. 

Oh yeah he also has an annoying habit 
of lying to his family and friends. You 
see he's not really the mild-mannered 
salesman everyone believes him to be - 
the day job's merely a cover for his real 
job as top agent for OMEGA, an ultra 
secret US Government agency dedicated 
to fighting terrorism and maintaining 
the "American way". What a pity, then, 
that the nefarious Abu Aziz and his 
motley band of terrorists. Crimson 
Jihad, are dead set on mucking things up for 
the good old USA, and they've got just the 
weapons to do the job. A pity, I say, not 
because of the nuclear threat from the Jihad 
but because Arnie's obliged to kick some ass 
again. Hi ho, here we go then... 


VUNDER VEAPONS 

Let's face it, Arnie doesn't even put the cat out 
at night without strapping on a couple of 
grenade belts and taping a rocket launcher to 
the top of his Uzi. Neither does he enter into 
any eight-way scrolling game environment with¬ 
out doing the same. Here's a brief rundown of 
what he can pick up and pack. 

PISTOL:Arnie starts each level with a standard 
issue 9mm, single shot jobbie. It's slow to reload 
but reliable and, well, a bullet's a bullet in any 
language. 

UZhThis is more like it - rapid-firing, multi-direc¬ 
tional and death-dealing. However, it uses up 
ammo like no-one's business. Keep a sharp eye 
out for the extra clips knocking about the place 
or it'll be an early bath for the boy 
Schwarzenneger. 

SHOTGUN:Bit of a comedy weapon, this. It fires 
like one of those guns that cartoon farmers use 
to blast errant ramblers. Not much fun if you're 
on the wrong end of it though. 

FLAMETHROWER:A cruel weapon indeed, but 
immense fun to use all the same, if a little indis¬ 
criminate. Look out for the gas canister pickups 
to keep it toasting. 

GRENADES:Very powerful indeed but Arn must 
first pull the pin out and wait ten seconds for it 
to go off. Not the sort of weapon to use if you're 
in a hurry. 

ANTI-PERSONNEL MINES:The most powerful 
item in Arnie's arsenal. Drop them and clear the 
area. Great for picking off bad guys in chase. 


goo a tjo r k, Harry ! r he 
HOdeH is connected and 
ue ' re cl o un load i ng the 
■ n f o r m a t i on. 







































































JUDITH CHALMERS 

Big budget movies require big budget locations 
and nowhere is this more true than in True Lies. 
Unfortunately the game of the movie tells a few 
true porkies of its own. In the movie the action 
never stepped outside of the good ol' USA. In 
the game however, although it starts faithfully 
enough to the film, ie, the Foreign Embassy, the 
ski slopes, the shopping mall etc... The action 
soon shifts to a series of locations you can only 
assume were cut out from the film. Big liberties 
start being taken pretty very early on when 
Tasker and co go terrorist hunting down the 
local docks. Nothing too outrageous there, only 
a minor misdemeanour. But wait! What's this? It 
looks like China. Blimey, the next level is in the 
Middle East. Fortunately the action moves back 
to more familiar terrain for the final two levels 
where Arnie even gets to fly the Harrier Jump 
Jet again. He should use it on the guys who 
wrote the game script. 




(ABOVE) I just done a wee-wee in the water! 


games like 
Zombies and 
Chaos 
Engine will 
probably get 
a fair 
amount of 
pleasure 
from True 

ANDY Lies. The lev¬ 
els are big 
and complex, there are lots of 
powerful weapons to pick up, 
Arnie is able to run and duck 
and there's even a fair dosing of 
blood when the bad guys go 
down under a hail of bullets. I 
particularly enjoyed the shoot 
outs that develop throughout 
the game as you try to shoot 
enemies from behind obstacles 
without getting shot yourself. A 
recipe for a cool game then? 

Not quite, unfortunately. The 
problem is that True Lies comes 
across as a low-budget version 



GLIB GLIB 

There's nothing worse when you're having your behind blasted by 
all manner of Uzi-toting scum than having some smart Alec wise¬ 
cracking over the walkie-talkie. Oh dear, that's exactly what 
you've got in True Lies. Worse still he's your best mate. Meet Gib. 
He's chubby, he's annoying but, alas, he's vital to Arnie's mission 
success. He appears at regular intervals informing the Arnster of 
his current status, what his main objectives are and reprimanding 
him when he shoots the civilians. Killjoy! 


of one of the most expensive 
films ever. It's a bit jerky, fiddly 
to control and the graphics are 
rather basic to say the least - 
the squat sprite bears no rela¬ 
tion to Arnie at all. Shame real¬ 
ly, because, given the great 
license, this should have been 
the game of the year. As it is, 
it's merely another disappoint¬ 
ing movie tie-in. 


tMIM 


sup tK mtm 


it H 1 l H I I I H H i H I S f 


BREAKDOWN 


CHALLENGE 


ORIGINALITY 


ILOWHFSIR ;E0DD KIR 


LONG-TERM INTEREST 


GRAPHICS 

A Digitised stills from the 
movie introduce each mis¬ 
sion. 

▼And that's as good as it 
gets, I'm afraid. 


SOUND 

▼ You'd expect the full 
orchestral works in a 
game like this. You can 
probably guess the rest... 


3 
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PLAYABILITY 

A The saving grace of the /C 
game. Requires a fair 
amount of strategy. Great A 
gun battles develop. 


' Marred by being a bit fiddly to control. 


LASTABILITY 

A Loads of levels, all big, r — 

all packed with plenty to 
shoot at - and be shot by. 

▼ Once you learn where 
to expect the attacks you'll soon beat i 


a 


OVERALL 


Nowhere near as 

good as it should 

have been - but A 

that's movie tie- 

ins for you. One 

for Arnie nuts only, methinks 
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CART SPEC 

% BY: ACCLAIM 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: PLATFORM 

• CART SIZE. 16 MEG 


GAME FEATURES 

m NO. OF PLAYERS: 1 
% HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS: Various 


GAME INFO 

• GAME ORIGIN: Based on 
Egyptological exploits of Kurt 
Russell, James Spader and that 
bloke who looks like the 
woman from the crying Game. 
% GAME DIFFICULTY: Medium 
m SCORE TO BEAT: 

• ALTERNATIVES: Alien 3, 
Super Contra 


GAME CONTROL 

• CONTROLLER: Joy pad 

• RESPONSIVENESS: Okay 


Nothing 


L Nothing 
R: Nothing 

Start: Pause 
Select: Radio 


GAME CREDITS 

m DEVELOPED BV PROBE 
m DISTRIBUTED BY: ACCLAIM 

• MADE IN: ENGLAND 

• ARTWORK c ACCLAIM 
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E gypt holds many an ancient mystery. None more perplex¬ 
ing, however, than the huge ring discovered in the 1920s 
by Professor Langford. Covered in illegible heiroglyphs 
and fashioned from an alloy of unknown metals, the purpose 
of this ring remains secret until some 70 years later when, 
under the supervision of the US Military, radical young 
Egyptologist, Daniel Jackson, finally decripts the meaning of 
the 'glyphs. They are some sort of code - like a combination 
for a lock. And what wonders it keeps secret, for once Jackson 
enters the combination the ring springs to life and reveals its 
true purpose - a portal to a parallel world, the Stargate. A 
probe is sent through and reveals a desert world that looks 
remarkably similar to ancient Egypt itself. A human expedi¬ 
tion is organised and discovers a people ruled by the evil 
tyrant, Ra. Jackson is fascinated by what he finds, but 
Colonel Jack O'Neil who is heading the expedition is terri¬ 
fied that now the Stargate has been opened Earth may be open 
to invasion. So he decides to plant an atomic bomb and deto¬ 
nate it once they are safely back on earth. Just a couple of 
problems, though, the Stargate's playing up a bit and a few 
men have been captured by Ra's minions. Hey, that sounds like 
a great excuse for a platform shoot 'em up to me... 



STARG 



In the movie Jack O'Neil is a bit of a bad lad for the 
most part - wanting as he does to blow up the 
Stargate. He comes around in the end but it's still a 
little curious to find that it is he who players control 
throughout the game and not Daniel Jackson. I 
mean, O'Neil doesn't even get the girl or anything. 
Anyway, all told there are nine levels in Stargate, 
each comprising four missions. Here's a brief run¬ 
down of what to expect. 


MISSION TWO: Still in the desert the news is 
that the Marines have all been kidnapped by the 


MISSION THREE: With most of the Marines 
found safely the party heads for the local town, 
but Ra's guards and spies are out to spoil things. 




MISSION FIVE: Here it is, folks. The bit in every 
movie conversion that wasn't in the movie. It's a 
load of tricky rope-slidey bits. Watch out for air¬ 
borne attack. 


MISSION FOUR: The action stays in town for 
level four. O'Neil is asked to locate the town's 

nlrlnrc II rvf u/knm nn\/o / cfrnnno \/ 




MISSION ONE: The Marines have just landed 
and some blighter's made off with all their sup¬ 
plies and more worrying O'Neil's precious 
bomb. Desert and cave exploration is the order 
of the day. 


MISSION SIX: Set in the lower labyrinthian lev¬ 
els of Ra's pyramid, O'Neil has a tough time 
avoiding the auto-sentries and the hordes of 
Ra's guards. 



























































ENEMY INTELLIGENCE 

Unlike many games of this sort, where the 
enemies mindlessly patrol platforms in the 
same repetitive pattern, the bad guys in 
Stargate possess a bit more "nouse". Try tak¬ 
ing the easy way out of a situation by suffer¬ 
ing the moderate amount of damage dealt 
and running away from any enemy. Now 
watch with horror as, gasp, they come after 
you - guns blazing, venom spitting with only 
the burning thought of vengeance in their 
computerised hearts. 




ENT 


Given what 
this game 
sets out to 
achieve this 
should have 
been a nice 
little plat¬ 
form blaster. 
The story's 
pretty good 
£1 1IffH# ^n as far as 
MmmmW sci-fi romps 
go and the 

Alien 3-style of gameplay would 
have suited the action well. 

Alas, something's gone awry in 
the mix and the end result is far 
from satisfactory. The whole 
game feels cobbled together - 
very average platform layouts 
and frustratingly unfair combat 
thanks to a selection of weedy 
weapons that do little or no 
harm to the bad guys, leaving 
them able to sap your energy 
while the game saps your 
patience. It's pretty inexcusable 
really - making a game impossi¬ 
bly hard is no substitute for 
challenge. Alien 3 was great 
and it was by the same team so 
why this turned out like this is a 
real mystery. 


MISSION NINE: A frantic attempt to prevent a 
glider attack and destroy a load of computer ter 
minals precedes the inevitable - the showdown 
with Ra! 


MISSION SEVEN: Further up in the pyramid 
and it's more of the same - and then some with 
death around every turn, from the air, every¬ 
where. Help. 






(ABOVE) Excuse 
me neighbour , 
but have you 
seen my house? 
It was here just a 
minute ago? 
Bloody kids , eh! 


MISSION EIGHT: Phew, a brief respite and it's 
back to the caves from the early levels in an 
attempt to find the hidden entrance to Ra's 
quarters. 


(BELOW) PARP! 
Oh pardon me 
vicar , must be all 
that sawdust I've 
been eating. 






















































CART SPEC 

• BY: OCEAN 

• PRICE TBA 

• RELEASE: APRIL 

• GAME TYPE: PLATFORM 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1/2 

• HEAD TO HEAD No 

• BATTERY BACKUP No 

• CONTINUES Password 

• OPTIONS. Music, controls, fx 


GAME INFO 

• GAME ORIGIN Not based on 
the highly ace cartoon but on 
the highly each movie based on 
the cartoon. Or summink. 

• GAME DIFFICULTY: Easy to 
frustrating 

• SCORE TO BEAT: 

• ALTERNATIVES: Where do I 
begin? It's a platform game, 
there are a million of them and 
they're all ace. Except for the 
ones that are crap. Or average. 


GAME CONTROL 

• CONTROLLER Joypad 
m RES PONS IVENES* Blubbery 


) Throw rock 

(A) BowI 

Jump 

Use club 




L Nothing 
R Nothing 

Start: Pause 
Select: Nothing 


GAME CREDITS 

• DEVELOPED BY OCEAN 

> DISTRIBUTED BY: OCEAN 
) MADE It ENGLAND 

• ARTWORK: c 1994 OCEAN 



OJt lfff_ Super NES 

titles avail¬ 
able. When 
presented with something like 
this, I can't help but take more 
seriously the situation where 
new technology is almost upon 
us and the last thing players 
want is tired ideas presented 
under a different guise. With 
up-lifting gameplay ideas of the 
kind seen in Enix's Wonder 
Project J we are reminded that 
the Super NES is still a major 
concern, but The Flintstones left 


An average 
game just 
isn't good 
enough 
anymore. 
Not when 
there is such 
a huge 
library of 
good quality 


BOWLING CLUB 

Fred has three principle methods of attack at his 
disposal. The easiest and quickest to use is his Stoneage 
Club. Actually, quick is a bit of a dubious word as nothing 
Fred does is particularly fast, the fat git. Anyway, this 
weapon is, by comparison, fairly speedy and one whack is 
good for most baddies. A bowling ball forms his second 
weapon. This is by far the slowest of the three on offer as 
Fred has to line the shot up in that oh-so comical method 
of his. It is also limited in that Fred can only hold six at any one 
time. They are, however, very powerful and can clear several enemies 
from Fred's path in one shot. They're indestructible too and, providing 
they don't roll off the platform, Fred is able to collect 'em again. The 
last weapon in Fred's arsenal is a simple rock. Like the bowling ball, 
this too is indestructible and can only be held in small numbers. They 
are fairly fast to use and are good for picking off distant enemies. And 
you though the only rocks Fred had were in his head. 


S omebody enlighten me - please - as to why it is 
that virtually every platform hero/heroine is fat, 
tubby, portly, stout or at the very least some¬ 
what horizontally disadvantaged. You don't believe 
me? Okay, how about Mario, Donkey Kong, Plok, 
Kirby, Bub and Bob, Cool Spot, Joe and Mac, Jelly 
Boy, all of the Lemmings, Link... need I go on? Few, 
however, are what you might call "professionally 
porky", you know, they don't really work hard at 
being rotund. But here's a new platform hero for 
you who is stout and proud. He's made a career of 
being porcine, in fact he's made several success¬ 
ful TV series and now a not-so-successful movie - 
his ass truly is lard - he's Fred Flintstone and, 
boy, is he miffed! Pebbles and Bam Bam have 
been stolen by the scheming smoothie Cliff Van 
Der Rock. For what purposes we'd best not pon¬ 
der. Anyway, someone's got to rescue them, 

Fred volunteers and oh what hi-jinks ensue as 
Fred traverses the platform-infested environ¬ 
ments of Bedrock. Will he find the kids? Will 
that cat stay out for the night? Wilma!.. 


me feeling as though I had 
rocks in my stomach. 
















































STRATEGY 


ACTION 


HOUR 


WEEK 


MONTH 


YEAR 


Ocean certainly have a knack for 
producing great looking games 
as this and titles like Addams 
Family Values prove. However, 
as we all know, looks mean very 
little in the world of console 
gaming - it's the gameplay that 
really counts. It can't be said that 
the Flintstones doesn't have it's 
fair share of that commodity, 
j| mm , mm m indeed it has some pretty good 
* moments - I especially enjoyed 

the bouncy kids section - it has a 
moderate amount of challenge too, almost to the 
point of frustration sometimes when Fred spends 
ages lining up a bowling ball as enemies bounce 
towards him. Problem is there's nothing new about 
any of it and certainly not much to go yabba dabba 
doo about. Much more, for instance, could have 
been made of all those great stoneage gadgets from 
the cartoon and the movie and it might have been 
nice to see more of Barney, Wilma and Betty in the 
body of the game rather than just appearing in the 
intermission screens. And that's pretty much the sum 
of the whole thing - a game that fails to utilise or 
indeed realise its own potential. Not truly bad, not 
very great, just average. 


BOUNCING BABIES 

So they made a platform game out of the film 
licence, but that doesn't mean there's no room for 
a bit of originality, does it? Indeed not and the 
Flintstones has quite a number of nice bits up its 
paleolithic sleeves. A good example is the Bedrock 
level where Fred frantically pushes his car to and 
fro bouncing Pebbles and Bam Bam off his roof in a 
vain attempt to prevent them becoming kiddie- 
flavoured street-pizza. This part of the game is very 
reminiscent of those Game And Watch single¬ 
screen jobbies of yesteryear - video games don't 
get any more prehistoric than that. 


BREAKDOWN 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


GRAPHICS 

A On the whole very 
good, Fred looks like John 
Goodman from the movie. 
Animation is good too. 
one? 


SOUND 

A BC 52s-style rendition 
of the familiar theme 
gives way to fairly aver¬ 
age game fayre. Effects 


86 
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OVERALL 

A few years ago 
this could have 
been a contender, 
but standards are 
somewhat higher 
today and the Flintsones has little 
new or exciting to offer. Nice look¬ 
ing but a bit dull really. 


PLAYABILITY 

A Fun but standard stuff 
for most of the way but 
there are a couple of sur¬ 
prises chucked in. It's 
quite difficult later on too. 

▼ Fred's frustratingly slow, especially 
when lining up a bowling ball. The use¬ 
less flat get! 


LASTABILITY 

A Plenty to do and see. 

Bags of challenge in the 
later levels 

T Password system 
ensures completion sooner rather than 
later. 
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• BY SUNSOFT 

• PRICE: TBA 

• RELEASE TBA 

• GAME TYPE: RACE 

• CART SIZE: 8 MEG 


GAME FEATURES 

m NO. OF PLAYERS: 2 

• HEAD TO HEAD: Yes 
m BATTERY BACKUP: No 

• CONTINUES: Infinite 

• OPTIONS Control thingies 


GAME INFO 

• GAME ORIGIN: Even more 
Hebereke nonsense from those 
quirky chaps in Japan 
m GAME DIFFICULT) Tough 
m SCORE TO BEAT: Win! 
m ALTERNATIVES Super Mario 
Kart, Street Racer, Hebereke f s 
Popoon 


GAME CONTROL 

% CONTROLLER: Joypad 
• RESPONSIVENESS: Dodgy 


Nothing 

Nothing 

Jump 


jfy Accelerate 

L: Use special attack 
f|jy R: Use special attack 

Start: Starts/pauses 
* J Select: No function 


mow its mat m 



n ^jr ptj’<he«:k 
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io is the best out of Hebereke and 
^friends? Is it Hebereke himself or Oh- 
chan? Perhaps Jennifer? More to the 
point, how do you go about qualifying such a 
case? Judging by the fridge magnets given 
away on the cover of our January issue Oh- 
chan doesn't stand a hope, because she keeps 
falling off the door - at least Paul's one does! 
Then again Oh-chan's a cat, and Gary thinks 
cats are brilliant. 

Last time the Hebereke crew set about solv¬ 
ing this riddle they wound up pulverising each 
other with coloured blobs called Popoons. Now 
they're going for a Survival of the Fittest series 
of cross-country jaunts in which anything, even 
crazy magic, is classed as fair play. To height¬ 
en the tension and include a further element 
of chance they're undergoing the torment of 
being guided by one or two humans, attracted 
to this most series of undertakings by the pret¬ 
ty colours and lovely music. Who's the great¬ 
est? You decide. 

BUTTONS AND CINDERS 

Somewhere not so very secret on every track lies 
a button. Not the kind that might have fallen off 
somebody's trousers mind, but a special, magic 
kind of button that causes strange items to 
appear. Of course Hebereke's lot waste no time 
snapping up these objects of desire just to see 
what they're about. The rewards don't disap¬ 
point either, as the mischievous characters soon 
chance upon potions capable of transforming 
the opposition into Popoons (yes, those again!); 
summon boulders from the heavens; make the 
ground quake; promote a few moments' top 
acceleration or, if they're unlucky, cause the 
bearer to morph into a courgette. We kid you 
not! 



(ABOVE) Press the button at the top of the ladder and a 
secret object appears; in this case it's a super bomb. 






BLOW ME DOWN 

Besides giving ghosts the slip, and avoiding slip¬ 
ping through all that bird mess a number of 
other obstacles make running these courses a 
hazardous affair. On the first course difficulties 
are optional - a couple of hurdles line a path 
which serves as a shortcut. Deeper into 
Hebereke island, however other outside ele¬ 
ments begin to seriously affect play. Hot plates, 
in round two, scorch anyone fool enough to 
invade their space whereas 'The wrong kind of 
wind' is known to whisk harriers off into obliv¬ 
ion. Thankfully the local birdlife forgets its col¬ 
lective rear-end for a moment to retrieve victims 
who been blown so hard as to lose balance and 
topple off the edge of a cliff. 


Jft 
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(ABOVE) "With my golden bra of wonder I will bestow upon 
the land of Hebereke many wondrous racecourses , and 
they shall all race in happiness and love. Or something." 
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CHECK-POINT CHUMPS 

When confronted by bird droppings all over the track and ghost¬ 
like trouble makers that delight in bouncing your character flat on 
their back, players are tempted to cut corners like Rumbelows cut 
prices. This isn't a good idea. Thing is there are check points 
placed at intervals around every race course, and failure to pass 
over one or more of these results in the current lap being disquali¬ 
fied. So don't go trying anything fancy, 'cause it just don't work! 


PULL OP IT 

Hebereke chan is given to enjoying the odd bit of toilet humour, 
and the toilet humour in this game is very odd indeed! Take run¬ 
ning around with a dollop of bird 'do' the size of a cow pat on your 
head, for example. That's not very nice is it! Especially since the 
sole purpose of this is to pass the pong onto another character. At 
other times said guano is dropped from the sky by blackbirds in 
possession of backsides the size of a manhole! Step in the dirt and 
you wind up flat on your face. Bleurgh! 


HHHH Don't let the 
cute looks of 
this game 
fool you for 
a moment. 
This game 
will have you 
biting chunks 
out of your 
armchair in 
no time at 
all. What 

should have been an speedy 
race-romp through a series of 
fun courses turns out to be a 
wildly frustrating and blatantly 
unfair slog across a set of cours¬ 
es that are either stupidly easy 
of ridiculously hard. Even the 
two-player mode fails to save it 
- it's just too much of a chore. 
You're more likely to throw the 
cart out of the window than you 
are to make any significant 
headway in this game. I can 
only think is that the chief 
games-tester had the flu the 
week this was due for comple¬ 
tion. I wanted to like it, honest, 
but I hate it. I hate it. Sob! 


GRAPHICS 

A Not bad at all. Some of 
the backgrounds are very 
nice indeed. Animation is 
generally okay too. 


SOUND 

A Everything you'd 
expect from a Hebereke 
game. Cute, very 
Japanese and extremely 
annoying after a short 
while. 


PLAYABILITY 

A All characters have 
their own quirks and spe- 
cial attacks to learn. 

T Not nearly as fast as it 
should have been. One hit 
and you've definitely lost the race 
Frustrating, oooh, it's all so-oo frustrat¬ 
ing! 


LASTABILITY 

A Plenty of courses, 

options and two-player - 

mode. 

▼ Alas, the two-player 
mode's crap and, thanks 
to the high frustration level you won't 
last as long as long as the game poten¬ 
tially does. 


OVERALL 

Overall, a big dis- _ 

appointment. 

Slow, unexciting, r. 

unfair and frus- 
trating as heck. 

For Hebereke headcases only. 
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LONDON'S BURNING 

At its most basic, The Firemen is a shoot 'em up. 
Guiding your brave fireman through the many 
storeys of a towering inferno, you are given a 
hose to douse the larger flames, an extinguisher 
to put out smaller blazes, and a grenade for the 
real big bits. The basic aim of the game is to 
scour the eight-way scrolling play area, putting 
out any flames you encounter. However, as you 
progress to the heart of the fire, the flames get 
bigger and smaller missions, such as rescuing 
stricken people and avoiding maniacal robots 
sent loopy by the heat. At your side at all times 
is your trusty sidekick, who offers advice on what 
to expect and if there are life readings in the 
area and he also pulls you out of the odd 
scrape! It has to be said, though, that as you 
scour the building putting out fires it is hard to 
believe that this is just a shoot 'em up. But, oh 
yes, because if you imagine the moving flames 
as aliens from the planet Tronk, and the huge 
plumes of fire found at the end of each stage 
are bosses, it becomes very apparent. Oh aye, it 
does. 


Vs a big huzzah for firemen as far as we're concerned. I 
mean 


call us chicken-livered (or lipped) cowards if you like, 
I but there's no way you'd catch us braving flame and smoke 
just to put out some silly old bint's ignited chip pan. No billy-ho 
way, sunshine. Oh yeah, and as for getting cats out of trees 
what's wrong with throwing mice up to entice them down? 

Still if the glamorous profession still appeals. Human and 
Marubeni are here to offer you a binary apprenticeship. Yes, 
step into the rubber coat and boots of one of our brave hose- 
bearers, and enter a burning building with the intention of 
dousing the flames and rescuing anyone inside. But, be 
warned, this is no chip pan blaze, this is a lot more serious. 

And it's spreading fast... 


CART SPEC 

• BY: HUMAN 

• PRICE: TBA 

• RELEASE: JUNE 

• GAME TYPE: SHOOTER 

• CART SIZE: 16 MEG 


(ABOVE) "Waif... What's that rumbling 
in my trousers? Aiieee!" 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD No 

• BATTERY BACKUP No 

• CONTINUES Three 

• OPTIONS . Button con fig 


GAME INFO 

• GAME ORIGIN: A novel slant 
on the Smash TV idea but with 
some big flames 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Reach the 
fourth floor 

• ALTERNATIVES: Nothing 
exactly like it but Smash TV 
follows a similarly hectic 
approach 


(ABOVE) I'm bored of being a 
Fireman. Give me all your money. Boy 
or your in for a soaking! 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Very Good 


Water Bomb 


(ABOVE) Koff, koff! Choke, choke! Splutter, splutter! Ooyah 
my toes are aflame! Yes they are. Indeed. Oh aye. 


Craw! 


Y ) hose 


L: No Function 
R. No Function 


Start: Starts/pauses 
Select: No function 


What a fragile glass!! 


• DEVELOPED BY: HUMAN 

• DISTRIBUTED BY MARUBENI 

• MADE IN: JAPAN 

• ARTWORK: c 1994 HUMAN 


WE) lt r s remarkable fthat fun you can have with 
■pressure hose and a fire-proof boiler suit, you ki 
























IF I COULD JUST... 

As with the real thing, Human's Firemen 
encounter danger at every corner. In addition to 
dousing out fires, they also have to crawl under 
leaking gas pipes, leg it up stairs to avoid being 
baked, and keep an eye out for crumbling floors 
and exploding objects. After this, perhaps rescu¬ 
ing cats from trees isn't so bad, after all... 


PLOT THE HECK! 

Below the main play area is a small briefing area, where the play¬ 
er is kept abreast of how the building is standing up via a series of 
secondary characters. Starting on the ground floor, you are initially 
warned that people have been found in the loos, and then the 
architect is brought on to be insulted about the dangerous design 
of the building. These constant updates gradually combine to cre¬ 
ate an unfolding plot of sorts, with news of boilers exploding, 
robots gone mad, and collapsed areas, and creates a brilliant feel¬ 
ing of anticipation as you progress to the top of the building. 


STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


t nal thought. 

The Firemen 
is incredibly 

ANDY good fun, 

very control¬ 
lable and with a skill level grad¬ 
ed just nicely to allow a bit more 
progress with each play. I 
would, however, recommend 
that it's played in small doses 
as, like so many games, once 
it's completed there's not much 
worth returning to. That said, 
the game does get pretty hard 
fairly soon so you won't finish it 
in too much of a hurry. A two- 
player mode might have been a 
nice addition and, as Steve 
rightly says, the pace is not 
always as frenetic as it could be. 
Other than that the Firemen is a 
fine title, keep a Blue Watch out 
for it. Sorry. 


LONG-TERM INTEREST 


GRAPHICS 


A Large sprites, detailed 
backdrops, and an origi¬ 
nal use of different blazes 
for bosses. 


(ABOVE) Ooh, that's better. I've been 
holding that in all morning. 


SOUND 


A Crashes and bangs r> 

(even a tinkle if you 

smash the windows), and tWP 

the odd roar from the 

flames. 

▼ The fire effects could do with beefing 
up a bit. 


Hfc Although at 
J its most basic 

■ J| The Firemen 

is nowt but a 

'em up, 

STTEUE Human have 
dressed it up 

so well with the towering infer¬ 
no scenario that it seems like a 
completely original idea. Easy to 
get into, The Firemen will have 
you dousing large flames and 
extinguishing smaller blazes 
with ease, but the constant sce¬ 
nario and level updates are fluid 
and, before you know it, robots 
are charging around the place 
and the floors collapsing. This is 
a stunning game which drew me 
into its unfolding plot immedi¬ 
ately, and actually managed to 
keep me battling my way to the 
top of the building — although, 
perhaps it could do with speed¬ 
ing up a little at times. Still, it's 
nice to see a little originality 
after so many mundane 
blasters, and I can honestly say 
that The Fireman is one of the 
more playable games I have 
seen for ages. 


PLAYABILITY 


A Simple to get into, with 
the controls coming 
extremely fluidly. Has all 
the control and finesse 
Total Carnage lacked. 


LASTABILITY 


A The way the mission 
unfolds draws you in, and 
there's plenty of content 
to back it up. 


T Perhaps a little plodding at times. 


(ABOVE) "And I will love you and hug 
you and call you George..." 


(ABOVE) Hey this is a really nice 
fence , you know. 


OVERALL 


When is a shoot 
'em up not a 
shoot'em up? 

When it's The 
Firemen. A novel 
twist on the shoot 'em up, 
stunningly effected. 


CZZD 



























































By 1963, 


being the operative word here - beca 
culated name-change to 'Nintendo Cc 
his company into practically any area 
wished. And he wasted no time at all. 


heaven' 
do" are 


Ufff, 


spfci/u mmi 


With Ultra 64 set for release in just a few months’ 
time, NMS begins a four-part history of Nintendo to 
prove there is no doubt that, by this time next year, 
the only name on the minds of games players the 
world over will be Nintendo. 




You may have noticed that some magazines have begun to 
question Nintendo's reputation of late. This has mainly been 
brought about through competitors having released more 'up- 
to-date' machines while Nintendo have been content to quietly 
bide their time. Of course this kind of attitude raises many ques¬ 
tions: Surely Nintendo must be worried? Perhaps they have fall¬ 
en behind, or lost touch? In the face of such impressive competi¬ 
tion shouldn't Nintendo 
release something; 
anything to retain their 
hold on such a fast- 
moving market? How 
can one company, how¬ 
ever powerful, be so 
arrogant as to regard 
developments from 
major-league rivals with 
just a polite acknowl¬ 
edgement of their recent 

'state-of-the-art' machines - and then confidently expect to 
generate excitement with the odd-ball Virtual Boy? 

The truth is Nintendo know something these other 
companies don't. In fact Nintendo is a company 
which invariably proves it knows the best part of 
everything when it comes to producing the best in 
video games. 

FLOWER POWER 

Nintendo have probably had more to do with entertain¬ 
ment in your lifetime than you think. You could even be 
as old as 107 and still have some memory of them 
because the founder, Fusajiro Yamauchi, set out to earn 
his living from producing hand-made playing cards way 
back in September 1889! 

In 1950 Fusajiro's great-grandson, Hiroshi Yamauchi, took 
over what was then a fully established playing card manufac¬ 
turer: 'Nintendo Playing Card Co, Ltd'. It's fair to say that with¬ 
out Hiroshi Yamauchi's involvement from this point onward, 
Nintendo's future would not have become half so incredible. 
Hiroshi instigated the mass-production of Japan's first plastic- 
coated playing cards in 1953 and six years later, having estab¬ 
lished an excellent reputation, secured a licensing agreement 
with Walt Disney to use their characters on cards. By January 
1962 both the Osaka and Kyoto Stock Exchange had the new 
company listed in their second section, basically indicating that 
Nintendo Playing Card Co, Ltd were starting to play a pretty 
mean hand. 

despite his success, Hiroshi apparently became dissat- 
d with Nintendo Playing Card Company Limited - limited 
word here - because he made a final, cal- 
to 'Nintendo Co Ltd', allowing him to take 
of home entertainment he 




FLOWER CAP 1- '" 


HAHAFUPA 

188 ? 

There are many variations on the Hanafuda, or "flower card" , theme 
in Japan. Whereas most Western cards use a combination of pictures 
and numbers for identification and are sold in four suits of twelve, 
Hanafuda rely purely on image association and come in twelve suits 
of four. So, in place of Jacks, Kings and Queens, the more popular 
Hanafuda decks have floral designs or depict seasons of the year. 
Fusajiro Yamauchi made certain his cards were of the highest quality, 
ensuring that the biggest card players in the Kyoto region would play 
with nothing else. As real pros resolutely begin each new game with a 
fresh deck, Yamauchi soon made himself a fortune! 


*rXlf-TE*M>0 

The name Nintendo is composed of three Japanese kanji characters 
which together mean "Work hard, but in the end it is in heaven's 
hands." This is the most popular translation, however "Leave luck to 
" and "Deep in the mind we have to do whatever we have to 
also accepted. 

r DISHEY PLAYXKG CARDS 


From the offset, Hiroshi Yamauchi showed determination to make 
Nintendo a household name. By obtaining the Walt Disney license he 
was guaranteed television advertising and a product which appealed 
to a broader audience - including thousands of Disney-crazed kids. 
Being associated with such a respected name in the entertainment 
industry is an invaluable recommendation too. 
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SPECIAL FEATURE 



BEAM GrUtf I 

Si of us here at NMS are old I 

enough to remember a game 
called 'Tin Can Alley' - a toy shoot- M 
ing-range in which fake cans are ^ 

blown away by a beam of light 

'shot' from a P^t.c gun. In ^apa ictured here) and 

they had targets such as a VH due to Gunpe 

beer bottles too. Thoug e w -y^-, Uernura, who mad 
Yokoi it was his new partner Masayu Uem in t , 

the most significant contribution; ce ll b< 

Beam Gun was a clever adaptat or, ^ Sh company. Nint 

tery, and Nfj-Jg- 1 ^^e^rgl and christened thei 
used the cells as light-sen ^ , Nin t e ndo becam 

invention lKe worl<1 ,o pros 




You have to remember that pretty much R 
any form of electronic entertainment in th L 
early 70s was considered amazing. S 
when gullible, 'loving' couples found ^ B 
could to test their combined passion simp y 
£Sidling .ho handles of .his s.ran 9 o W** 
the 'Love Tester' became an instant hit. P 
America got the best deal though, where the E 
dictated that a good old snog would complete 
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financial problems in the mid-seven¬ 
ties. At that time Atari were going 
strong with their VCS system in 
America, alongside a rather more 
basic system by Magnavox which, 
despite offering no more than tragic- 
looking Pong variants, sold compa¬ 
rably well. Nintendo chose to license 
the Magnavox machine for sale in 
Japan, later collaborating with 
Mitsubishi in order to produce cir¬ 
cuit boards more efficiently. Though 
it helped keep Hiroshi Yamauchi's concern in 
business, it was far from what he had in mind. It was nothing 
to be proud of. However it did provide and insight into an area where 
Nintendo could place its stamp of authority at a later date, and 
Hiroshi instructed his best engineers to create something worthy of the 
company's innovative reputation. 


“The Nintendo Way of 

adapting Technology is not to took 

for state of the art but to utilise mature tech 

nology that can be mass-produced cheaply.” 


,,nf endc 


bl 

m °rtals! 


Gunpei Yokoi, head of R&D 1 at Nintendo Company Limited. Taken 
from 'Game Over' by David Sheff. 


Following the success of the Beam Gun range, Gunpei Yokoi dis¬ 
cussed the possibility of an entire, indoor shooting range with his boss 
Hiroshi Yamauchi. They arrived at an idea that took advantage of 
adapting disused bowling alleys to house the first ever opto-electronic 
Laser Clay Range. Though eventually a major success, the opening 
day was a different story. An engineer hired especially for the project, 
Genyo Takeda, came to the rescue when the whole set-up went hay 
wire; in front of television news crews there to cover the launch! As a 


desperate measure Genyo snook behind the scenes to run everything 
manually; a gambit which paid off as nobody suspected a thing! One 
year later a live-footage variation on the Laser Clay theme, "Wild 
Gunman", emerged using a 1 6-mm projection of said maniac in much 
the same way as the recent CD-Rom driven Mad Dog McCree coin-op 
operates. This is a fine example of Nintendo's uncanny ability to 
forsee and create markets that other compa¬ 
nies struggle to imagine. 
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■PARACHUTE- 


GAME t WATCH 

1180 

Until Game & Watch the most fun you could have with a hand-held 
computer was a calculator, but squeezing the words hELLO, 800b5 
and 5hELL OIL from LCD digits gets boring after a while. No wonder 
the world welcomed Game & Watch! The first ever Game & Watch 
was named 'Ball' - the juggling game featured on the recent Game 
Boy Gallery cart. Like all Game & Watches, Ball had two functions: a 
simple game, controlled using just two buttons, and a clock/ alarm. At 
the back of the unit there was a retractable stand which enabled the 
gadget to be propped up on a bedside cabinet, and some of us here 
at NMS remember spending many late nights taking one or another 
of the Game & Watches 'around the clock'. 

With Game & Watch Nintendo demonstrated for the first time that 
they were not about succeeding off the backs of other peoples' efforts. 
They had a pretty good idea of how things ought to be for themselves. 
Nobody could have predicted this clever piece of miniature hardware 
but the success of Game & Watch was barely a hint 
of what was to come... 


ball 


L 

4 


RIGHTI 


*£ jai ■ m 

_| • 

-WOt SCREEN 


a 

R 


HtXT MOKTH XH PART TWO 

Nintendo venture into the arcades with Donkey Kong, the 
Famicom (NES in the West) is launched to disbelieving eyes 
and Super Mario becomes more popular than Mickey Mouse! 



JIM CARREY JEFF DANIELS 

vmmm 

12 

FOR HARRY AND LLOYD EVERY DAY IS A NO-BRAINER. 


iMUMi IHlWllHmWlIlUN 
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FROM FRIDAY APRIL 7TH 



GREENWICH 
CINEMA 
081 853 0053 



8 


PICTURE HOUSE 
CLAPHAM 
071 498 3323 


onpHUkun 


0 071-326 3S20 


AND AT A CINEMA NEAR YOU 


CHECK LOCAL PRESS FOR DETAILS 
DETAILS CORRECT AT TIMES OF GOING TO PRINT 
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MONSTROUS PLJ 



Last month NMS introduced you to the basic 
game-play elements of Killer Instinct, showing 
the spectacular results gained when everything 
is brought together with perfect timing. As 
we’ve had so many people asking for precise 
moves over the past few weeks, we’re printing 
the pick of the crop for you. Over the next 
four pages we showcase the exact techniques 
required to execute combination moves, of the 
kind that make the hairs on the back of your 
neck stand on end! "We’ve also a cheat that 
frees Eyedol for selection as a human-con- 
trolled player together with an unbeatable 99- 
hit combo for the demi-god. Understand this is 
an on-going thing, so whatever else we hear 
has a place reserved in this section of the mag. 



ALL YOU’LL NEED 

Without basic, fundamental fighting techniques your fighter may as 
well apologise for his, her or its dismal presence and leave the 
floor. The following information may seem obvious, but the rest is 
useless without it. 


GLACIUSl 



KILLER MOVES 

Ice Lance: Forward, Down 
with Quick High 
Floor Surf: Half-circle Away 
with Fierce High 
Liquidize (Uppercut): Half¬ 
circle Towards with Quick 
High 

Liquidize (Kick): Half-circle 
Towards with Quick Low 
Shock Wave: Half-circle 
towards, with any Low 
Cold Shoulder: Away, then 
Towards with any High 

COMBO BREAKER: Away, 
then Towards with Fierce 
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KILLER MOVES 

Endokuken: Down, 

Forward, Towards with any 
High 

Wind Kick: Quarter-circle 
back with any Low 
Tiger Fury: Forward, Down, 
Forward with any High 
Knife Swipe: Quarter-circle 
Back with Fierce High 

COMBO BREAKER: Towards, 
Down, Towards with Fierce 

J 



KILLER MOVES 

Laser Storm: Quarter-circle 
Toward with any High 
Plasma-port: Away, Down, 
Down-back with any button 
Plasmaslice: Toward, 

Down, Down-toward with 
any High 

Eyelaser: Down-Toward, 

Down, Down-back with 
Fierce Low 

Cyberdash: Away, then 
Toward with any Low 
Reflect: Quarter-circle Away 
with any Punch 

COMBO BREAKER: Towards, 
Down, Towards with Fierce 

J 




ORCHID^ 



KILLER MOVES 

Lasaken: Quarter-circle 
Towards with any High 
Flik Flak: Away, then 
Towards with any Low 
Fire Cat: Away, then 
Towards with any High 
Niguu Giri: Down-towards, 
Down, Down-back with 
Fierce High 

Ichi (Ni-San): Down- 
toward s, Down, Down-back 
Quick High 


COMBO BREAKER: Away, 
V^then Towards with Fierce Low^ 






















































FEU'S GUIDE IN EXISTENCE!! 



SHOW NO MERCY! 



Those who emerge victorious 

GLACIUS 

Fierce Low 

2: Half-circle Toward with 

are encouraged to show no 

1: Half-circle Toward with 

2: Away, Away, Toward, Toward 

Quick High 

mercy for their opponent. 

Medium High 

with Quick High 


Here's how to do so with all 

2: Half-circle Away with Medium 


SABREWULF 

characters, most of which have 

Low 

CHIEF THUNDER 

1: Away, Away, Toward with 

more than one to their name. 

3: Away, Away, Away with Fierce 

1: Half-circle Away with Fierce 

Medium High 

Distance is very important here. 

Low 

Low 

2: Away, Away with Medium 

TJ COMBO 

SPINAL 

2: Quarter-circle Toward with 
Fierce High 

Low 

1: Half-circle Towards with 

1: Away, Away, Away, Away 


RIPTOR 

Fierce Low 

with Medium Low 

FULGORE 

1: Half-circle Toward with 

2: Away, Away, Toward, 

2: Away, Away, Toward with 

1: Half-circle Away with Fierce 

Medium High 

Toward with Medium High 

Quick Low 

High 

2: Away, Away, Away, Away 

3: Toward, Away, Half-circle 

2: Half-circle Toward with Fierce 

with Medium Low 

JAGO 

Toward with Medium Low 

Low 

3: Toward, Toward, Away with 

1: Away, Away, Toward, 

Toward with Quick High 

B ORCHID 

CINDER 

Fierce Low 

2: Away, Away, Toward, 

1: Quarter-circle Toward, Half¬ 

1: Away, Away, Away with 


Toward with Medium High 

circle Away then Quick Low with 

Medium High 



f COMBO 



KILLER MOVES 

Powerline: Charge Away, 
then Towards and Fierce 
High 

Rollercoaster: Charge 
Away, then Towards and 
Medium High 

Spinfist: Charge Away, then 
Towards and Quick High 
Cyclone: Rapidly Tap Fierce 
High 

Knee KO: Charge Away, 
then Towards and any Low 


COMBO BREAKER: Away, 

^then Towards with Fierce Low^/ 


CINDER^ 



KILLER MOVES 

Inferno: Toward twice with 
any Low 

Fireflash: Towards, Down, 
Down-towards with any Low 
Heatfist: Away twice with 
Quick High 

Heatsink: Semi-circle Away 
with Quick High 
Mirage: Semi-circle Away 
with Quick Low 
Dash: Away, then Towards 
with any High 
Trailblazer: Toward twice 
with any High 


COMBO BREAKER: Towards, 
Down, Towards with Fierce 
Low 


THUNDER) 



KILLER MOVES 

Sammamish: Half-circle 
Away with Quick Low 
Reverse Sammamish: Half- 
circle Towards with Quick 
Low 

Fiery Phoenix: Ha If-circle 
Towards with any High 
Spinning Back-fist: Away, 
then Towards with any High 


COMBO BREAKER: Half-cir- 
cel Away with Fierce High 



KILLER MOVES 

Sabrespin: Away then 
Towards with any High 
Flaming Bat: Quarter-circle 
away with any High 
Howl: Down-towards, 

Down, Down-back with 
Fierce Low 

Sabrepounce: Away, then 
Towards with Fierce Low 
Sabrecut: Away, then 
Towards with Medium Low 
Sabreroll: Away, then 
Towards with Quick Low 
Reverse Sabrespin: 

Towards, then Away with 
Medium High 

COMBO BREAKER: Away, 
then Towards with Medium 
\^Low 

81 CNMS) 











































TWENTY LEFT FEET! 


Another way to disgrace a fall¬ 
en adversary is to have him, her 
or it perform the Funky 
Chicken. Only try these when 
still on the first energy bar, oth¬ 
erwise the loser won't 'do it'; 
they just won't dance. 

TJ COMBO 

Down, Down, Down with Quick 
High 

JAGO 

Half-circle Away with Medium 
Low 

GLACIUS 

Toward, Toward, Away with 
Quick Low 


SPINAL 

Quarter-circle Toward with 
Fierce Low 

ORCHID 

Half-circle away with Fierce 
High 

FULGORE 

Half-circle Toward with Medium 
Low 

CINDER 

Away, Away, Away, Away with 
Fierce Low 

SABREWULF 

Toward, Toward with Quick 
High 


SPINAL ^ 



KILLER MOVES 

Skele-port (behind): Down 
twice with any Low 
Skele-port (face forward): 
Down twice with any High 
Skele-port (in air): Press 
and hold Quick High or 
Quick Low, Down twice then 
release the button 
Power Devour: Hold Away 
and press Quick High 
Searing Skull: Quarter-cir¬ 
cle Towards with any High 
Soulsword: Away then 
Towards with Medium High 
Boneshaker: Toward, 
Toward with any High 
Super Seaing Skull: Semi¬ 
circle toward with Fierce 
High 


RIPTOlO 



KILLER MOVES 

Spit Venom: Half-circle 
Away with any High 
Shoulder Charge: Away, 
then Towards with any High 
Rake: Away, then Towards 
with any Low 
Leg Breaker: Half-circle 
Towards with Medium Low 
Tear Upper-cut: Half-circle 
Away with Quick Low 
Crouching Venom: Quarter- 
circle Away with any button 


COMBO BREAKER: Towards 
twice with Medium High 


COMBO BREAKER: Away, 
then Towards with Fierce Low 


CMMS) 82 


ULTRA COMBOS! 


Impress Gran with this bumper 
collection of Ultra Combos. 

TJ COMBO 

Away, press and hold Toward, 
Medium High, Toward, Away, Quick 
High, Medium Low, Toward, Away, 
Quick High, Medium Low, Toward, 
Away, Quick High, Medium Low, 
Toward, Quick Low, Away, Fierce 
High. Wait, then Away, Toward with 
Fierce High. 

JAGO 

Down, Toward, Down, Away, Fierce 
Low, Medium Low, Medium Low, 
Down, Toward, Down, Away, Fierce 
High, Medium Low, Medium Low, 
Quick Low, Down, Toward, Down, 
Away, Quick Low. 

GLACIUS 

Away, Toward, Fierce High, Toward, 
Medium High, Medium High, Away, 
Medium High, Medium, High, 
Medium High, Toward, Fierce High. 
Wait, then Half-circle Toward with 
Fierce Low. 

SPINAL 

Fierce Low, Toward, Toward, Fierce 
High, press and hold Toward with 
Medium High, Away, Medium High, 
Toward, Toward, Fierce High plus 
Fierce Low, Toward, Toward, Fierce 
High plus Fierce low, Fierce Low, 
Toward, Toward, Fierce High, press 
and hold Toward, Medium High, 
Medium High, Away, Medium High, 
Medium High, Away, Medium High, 
Fierce High, Fierce High, Half-circle 
Toward with Fierce High. Extra hits 
are scored for each skull stored. 

B ORCHID 

(Away, Toward, Fierce Low, Quick 
High) X 3, press and hold Toward 
then Away, Medium Low, Quick 
High, Away, Toward, Medium High 
then catch on the drop with 
Lasaken (fireball). 


CHIEF THUNDER 

Down, Away, Medium Low, Toward, 
Fierce High, Medium High, Away, 
Medium High, Fierce Low, Away, 
Toward, Quick High wait for the 
drop then Half-circle Toward with 
Medium Low. 

FULGORE 

Away, Toward, Fierce Low, Fierce 
Low, Down, Toward, Down, Away, 
Fierce Low, Fierce Low, Fierce Low, 
Toward, Down, Toward, Quick High 
wait then Toward, Toward, Away, 
Down, Toward with Quick High. 

CINDER 

Away, Toward, Fierce High, Fierce 
High, Fierce High, Toward, Toward, 
Fierce High then Toward, Down, 
Toward, Fierce Low, wait for the 
drop then Toward, Toward with 
Fierce High. 

SABREWULF 

With his energy bar on the white 
line, press Down, Away, Fierce Low, 
Toward, Fierce High, Toward, Fierce 
Low, Fierce Low, Away, Medium 
High, Toward, Medium High, Away, 
Quick Low. Wait, then Away, 
Toward, Fierce Low. 

RIPTOR 

Away, Toward, Medium Low, 
Toward, Fierce High, Fierce High, 
Fierce High, Away, Quick Low. 

Wait, then Half-circle Away with 
Quick High. 

EYEDOL 

Away, Toward, Quick High, Medium 
Low, Medium Low, Away, Toward, 
Fierce High. Wait, then Away, 
Toward, Quick high, Toward, Away, 
Quick High - repeat until the oppo¬ 
nent hits the floor for 80 hits. 





































ITER'S GUIDE IN EXISTENCE!! 



BE EVEDOL! 

No phone calls please - this is no April Fool! 
The secret of how to compete as Eyedol is out, 
and it goes a lot like this: 

Highlight Riptor then press and hold Quick High, 
Medium High and Quick Low. When the vs anima¬ 
tion appears push Left on the Joystick, let go then 
press and hold Medium High, Fierce High plus Fierce 
Low and quickly push Right on the Joystick. When the 
machine calls upon Eyedol's name you know the 
cheat has worked. His moves are as follows: 

HEADBUTT: Away, then Toward with Quick High 
THE 'MICHEAL' ROD: Away, then Toward with 
Fierce High 

FOOT STOMP: Hold Away while tapping Medium 
High 

FIREBALL: Quarter-circle Toward with any High 
Power Leap: Away, then Toward with any Low 

FIREBALLS WITH FOOT STOMP: Half-Circle 
Toward with any High 

SUPER CHARGE WITH FOOT STOMP: Hold away 
then Toward with Quick High 

COMBO BREAKER: Away, then Toward with Fierce 
High 

The Foot Stomp serves to enrage Eyedol so that any 
move he performs after doing so for an extended 
period of time is Ultra damaging! Of course if 
you're after causing the ultimate in damage to your 
opponent, you might want to try this 99-hit 'Juggle' 
combo: 

Away, then Toward with Quick High. Medium Low 
twice while holding Away then Toward with Fierce 
High while holding Away then Toward using Quick 
High. The last move shown as a head butt is repeated 
over and over, aiming to prevent the unfortunate vic¬ 
tim from ever regaining their feet. 

OTHER STUFF! 

TURBO SPEED 

Maybe Killer Instinct doesn't play fast enough for 
you? With this cheat it does: Press and hold Toward 
with all the High buttons on both sides after select¬ 
ing a fighter, and keep everything pressed until the 
match starts. 

CINDER TELEPORT 

After a Combo Breaker, hit back with a Fireflash 


using Fierce Low, then a Mirage. Keep Quick High 
pressed teleports Cinder behind his opponent - sort 
of. 

STUFF 

A helping hand; claw; whatever for all those who 
now find themselves with a fistfull of techniques but 
don't have a clue where to put them... 

TJ COMBO'S SHADOW COMBOS 

1: Away, Toward, press and hold Fierce High, 
Medium Low, Medium Low, Toward, Away, Quick 
Punch, release Fierce High. 

2: Away, Toward, press and hold Medium High, 
Medium Low, Medium Low, Toward, Away, Quick 
High, Medium Low, Medium Low, Away; Toward, 
release Medium High. 

3: Away, Toward, press and hold Fierce Low, 
Medium Low, Medium Low, Toward, Away, release 
Fierce Low. 

IT'S IN THE AIR 

Certain moves work when fighters meet in the air, 
after scoring a hit with Fierce Low. Remember to 
charge fighters' moves such as TJ's Knee KO as 
soon as their feet have left the ground. 

TJ Combo: Knee KO 
Jago: Wind Kick 
Glacius: Cold Shoulder 
Sabrewulf: Sabrecut 
Riptor: Rake 

B Orchid: Fire Cat (Wow!) 

Fulgore: Plasmaslice 

Spinal: Soul Sword 

Chief Thunder: Fiery Phoenix 

STAGE & MUSIC SELECT 

As promised last month, here's how to access every 
stage and chose any back-ground music you wish 
from the Character Select screen: 

Canyon: Down plus Quick High 

Alter: Down plus Medium High 

Lower Warehouse: Down plus Fierce High 

Alleyway: Down plus Quick Low 

Chateau: Down plus Medium Low 

Factory: Down plus Fierce Low 

Ice Temple: Up plus Quick High 

Dungeon: Up plus Medium High 

Ice Temple 2: Up plus Fierce High 

Castle Roof: Up plus Quick Low 

Skyscraper: Up plus Medium Low 

Inner Bounds of Hell: Up plus Fierce Low 

Sky Palace: Down plus Medium Low on both sides. 

Desert Top: Down plus START. 


ULTIMATE 

COMBOS! 

Arguably the most impressive 
moves in the game; Ultimate 
Combos are used to finish a chal¬ 
lenger with finesse. The final move 
is the key element, but the exam¬ 
ples chosen here work best 
together. 

TJ COMBO 

Away, press and hold Toward, 
Medium High, Half-circle back 
with Medium Low. 

CINDER 

Away, Toward, Fierce High, Fierce 
High, Fierce High, Half-circle 
toward with Medium Low. 

JAGO 

Down, Toward, Down, Away, 
Fierce Low, Medium Low, Half-cir¬ 
cle Toward with Fierce High. 

GLACIUS 

Away, Toward, Fierce High, 
Medium High, Medium High, 
Down, Toward, Down, Away with 
Quick High. 

SPINAL 

Away, Toward, Medium High, 
Fierce High, Fierce High, Down, 
Toward, Down, Away with Quick 
High. 

B ORCHID 

Away, Toward, Fierce Low, Quick 
High, Quick High, Quick High, 
Down, Toward, Down, Away with 
Medium Low. 

CHIEF THUNDER 

Away, Toward, Fierce High, Fierce 
Low, Down, Toward, Down, Away 
with Medium High 

FULGORE 

Away, Toward, Fierce low, Fierce 
Low, Fierce Low, Down, Toward, 
Down, Away with Medium High. 

SABREWULF 

Away, Toward, Fierce Low, Fierce 
Low, Fierce Low, Half-circle 
Toward with Fierce High. 

RIPTOR 

Away, Toward, Medium High, 
Fierce High, Fierce High, Half-cir¬ 
cle Toward with Quick High. 


SECRETIVE SECRETIVE’ STUFF 

Only read the following information if: a) You have the intelligence to understand it, and b) You 
have the nerve to use it in once you do. NMS accepts no responsibility for the attention you will 
receive from sad games players once a knowledge for these techniques has been demonstrated for 
the first time. In fact to those of you who've read this far: we hereby officially disown you. 

SPINAL MORPHINOCITY 

Hades' champion may morph into the form of his opponents when finishing them with high-scoring combos. 
Simply Skele-port sometime during the combo and see what happens. Confirmed morphinations include: Jago - 
Down, Down, Quick Low then Up; and Chief Thunder — Down, Down, Quick Punch then Up. It s possible to 
morph into any character in the Ultratech Contest. 
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‘COS HE’S A LOSER BABY... 

Dear SEAL 

How I love seeing your name on the 19th of 
each month. It conjures up many different 
thoughts. Though not on your crappy 
Mailbag page but on the menu of a high- 
class restaurant we visit on that date each 
month, as I mercilessly chew up one of your 
mate's flippers I think of you and laugh hap¬ 
pily. You think you're so cool with your smart¬ 
ass replies to valid letters, but let the truth be 
known - in a recent survey only two out of 
1 00 people cared whether or not Seals lived. 
However, I think Seal is quite a good name 
for you because you really are a Sad 
Embarrassing Absolute Loser. 

Brendan Collins, Belfast 

SEAL:It's quite pitiful really isn't it? You 
know, the way that when sad individuals 
as Brendan Butter deliberately try to 
annoy me in this section. What's even 
sadder is that the individuals involved 
practically always start their feeble chal¬ 
lenges by saying "you think you're so 
cool..." In fact the only thing that is more 
sad is the fact that I keep printing their 
letters and delivering smart-ass replies - 

CZZS 


why do I bother? Why did he bother? He 
could have won a spanky new Ocean 
game if he'd been nicer, ah well,.. 


EEEYAAAY! EEEYAAAY! DO 

Dear SEAL 

I used to be a Megadrive 
owner but I decided to 
swap it for a Super NES. 

My favourite games on 
the Megdrive were nearly 
all from EA - EA Hockey, 

FIFA, Road Rash, PGA 
and Madden '92. Since I 
was now a Super NES 
owner I decided to aet 
FIFA, 

PGA thin 
be at least 
their 

terparts, if not 
First I played PGA 
the less said about that 
the better. Then I 
played FIFA and I could 
not believe it - the 
graphics and sound 
were far better on the 


Megadrive. Finally I loaded Madden 94 and 
my views on that game are the same as for 
FIFA. 

What the hell are EA playing at? Surely they 
can make their games better than the 
Megadrives versions. I mean the Super NES is 
supposed to be more advanced. Also, why do 
they take so long to convert games to the 
Super NES? When the hell are Jungle Strike, 
Urban Strike, Road Rash 2 or World Cup 
Rugby coming out? 

Next time you are swimming through the 
frozen Arctic water and are about to have a 
fish butty. I suggest you take the fish around 
to EA HQ and smack everyone's face in. Do 
this and I will be in your debt forever. Thanks 
fish-fiend. 

Andrew Spiretos, Leeds 


SEAL: Ooh, sore point. What you say is at 
least partly true - the titles you mentioned 
have not translated all that well but 
that's not to say that all EA games have 
turned out as badly. NBA Live 95, for 
instance, is one of the best Basketball 
games there is and EA Hockey is not at all 
bad and is practically identical to the 
Megadrive version you hold so dear. As 
for future titles, the good news is that 
Jungle Strike, Urban Strike, PGA Tour 3 
and PGA European Tour are all set to 
appear on both Super NES and Game Boy 
formats - and none of them are being 
converted by EA. Still no sign of Road 
Rash 2 or Rugby, though. But then again, 
they're both cack anyway... 


OOH! GETHER...^m^ 

Dear SEAL 

I am writing in regard to the release of the 
Ultra 64. Five or six years ago Nintendo 
released the Super NES, however nowa¬ 
days it has been superceded by the 
Playstation, Saturn, 3DO and Neo Geo 
CD. Surely Nintendo realise that every 
week they're losing thousands of potential 
customers - why don't they do something 
about this? When I first heard about the 
Playstation, Saturn etc I thought I would 
wait for the Ultra 64 believing it wouldn't 
e a long wait, and with all the hype sur¬ 
rounding it I thought it would be worth it. 

I now realise what a load of rubbish 
Nintendo were feeding us. They continue 
to make out of date games and charging 
extraordinary prices - Donkey Kong Country 
anyone? If this came out on the Playstation it 
would cost about £20 less. Nintendo then 
decide to release the 

Virtual Boy - what a 
| the 
as 

been 
from a 
.I hope 
when this 3D 
Spectrum is released 
over here it sells 
crappily, I know I 
won't be buying one. 
Come on Nintendo, 
hurry up and release 
the Ultra 64 with | 
some decent games - 
Mario, Zelda and 
Zero 2 for example. 
Nintendo produce the 
best games in the 
world but the public 
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are getting bored waiting for the Ultra 64^*1® 
and feed us rubbish. 

Mark Wightman 

SEAL: So what you you rather have - a 
brand new machine with a handful of 
half-assed games that impress you just as 
long as it takes you to realise that they 
must have been programmed in a month 
just to satisfy public demand, or a brand 
new, finely tuned machine with a handful 
of astounding games that have had care 
and attention lavished on them? Come 
on, make your mind up because you can't 
have it both ways, as those 
unfortunates who 
have bought a 
Saturn and a 
Playstation are 
swiftly finding out 
Personally speaking 
I'd rather wait until 
the product is perfect 
and the games are 
ready. You, on the 
other hand, seem to 
be having a little diffi¬ 
culty with that . j 
Secondly, don't be too 
swift to dismiss the 
Virtual Boy, it is impos¬ 
sible to make any val¬ 
ued judgment about the 
graphics or the game- 
play if you haven't seen 
the machine in action. 

It's unfortunate 


pad and pen in hand, and dialled. On the 
first go I was greeted with a ipessage telling 
me to hold the line, then it went dead. 

"Fine," I thought, 'Til try again." This time I 
got through. Previously when I called I was 
greeted by a polite man who was very belp-j^^^ 
ful. Not this time. The person answering said James Kenny, Dublin 
hello and I asked whether he could give me 
the cheat for...and before I finished he said 
something like "We don't do that game." (the 
game was MK2) So I asked if he did cheats 
for NBA Jam but he had hung up before I 
had time to finish. I am disgusted by the way 


think that anything to do with Kirby should be 
gathered up, placed in a great bonfire and 
burnt to cinderslreople who follow that fat 
little balloon with a crap name are the sad¬ 
dest people ever to live - even though I was 
one for a while. 


that there is no satis¬ 
factory way of showing the VB off to its 
best advantage as it really does have a 
lot of promise. Finally, you seem to be 
labouring under the misapprehension 
that Nintendo's current games are out of 
date in some way. Do you really believe 
that smartly rendered graphics on a shiny 
CD are going to make that much differ¬ 
ence to the actual gameplay? I just bet 
you're the sort of guy who buys the flash- 
est hi-fi with the most flashing lights and 
biggest speakers. Buy your Saturn and 
begone. 

HARANGUED BY THE HOTLINE 

Dear SEAL 

Please print this letter as I feel it is important 
that other people should knov^ about this, on 
Feb 1 7 I bought your excellent magazine and 
that evening, as I was leafing through, I came 
across the number for the Nintendo Hotliqe 
in your cheat section. I rushed to the phone/*®** 


he humiliated me, he 
was so rude. If this is 
the Ofiicial Hotline, 
then how will other 
Hotlines treat me? 

Why is this ignorant, 
stroppy person work¬ 
ing on the Hotline? I 
think people should 
know about my 
experience and heed 
my warning. 

Gavin Brown, 
Nottingham 

SEAL:l've heard a 
few complaints 
about the 
Hotline in the 
past but never 
about them 
being rude like 
this, so I can 


OCEAN WINNER 
OF THE MONTH! 

Congratulations to Mark Fogel of Crewe. Get 
in contact with us Mark and tell us what mar¬ 
vellous Ocean product you'd like. 


only assume that you either got hold of 
the Hotliner immediately after his cat 
died or accidentally got through to*a 
cleaner, or something. We have since 
located tae Hotliner in question and, well, 
suffice to say he now sleeps with the fish¬ 
es. In their defence, however, the Hotline 
have previously not been able to give out 
tips for third party software, concentrat¬ 
ing instead on tipping their own games. 
I'm happy to report that this is no longer 
the situation $ince the introduction of 
Folio Views. It's a system designed to 
make all the tips for all games form all 
Nintendo Hotlines worldwide available at 
the touch of a button. It should also make 
being a Hotliner a more pleasurable task 
so they shouldn't be so rude in future. I, 
on the other hand, will continue to be as 
rude as ever so bog off quilt child. ^ 

DUHC GOH 

Dear SEAL 

One day, after trying to get the MK gore 
cheat to work I decided to watch TV instead. I 
saw a programme where if you play Michael 
Jakson's songs backwards you can hear mes¬ 
sages. Believing it was a load of hype I turned 
it off and started to play Kirby. Accidentally I 
put it in backwards, ana what could I hear - 
little voices saying "Worship Kirby, obey 
Kirby...follow Kirby in every way." So I turned 
it off and totally forgot about it. The next day 
I woke up to find all my family dead. So I 


SEAL:Hell in socks sews mother your. Hell 
in socks sews mother your. Hell in socks 
sews mother your. NMS buy. NMS buy. 
NMS buy! Honestly James we don't know 
what you're going on about. And as for 
Kirby, now you happen to mention it, he 
did have a bit of a funny turn the other 
day. You should have seen his head spin, 
and it took the two Pauls hours to clear 
up all thdt projectile vomit! 

TRAGIC POETRY CORNER 

Dear SEAL 

I was just sitting in my house the other day 
when I decided to make up this poem about 
Super SF2. 


■ 

Inq 


Super Streeet|f ighter is so cool 
It looks so good I could jump in a pool 
It makes me Squeal when I look at Ryu 
but I alwaySjend up having a poo 

Ryu, Guile and Ken areluperb 
the rest of the gang are a load of turd 
they look like a bunch of pathetic freaks 
that is because they are so weak 

ken never shuts up saying Hadoken 
it really means I'm going to kill your hen 
he's a cheating no-good little geek 

d if he doesn't like it he gets kicked in the 

And finally now a film's been released 
it stqrs Van Damme and he's not very 
pleased 

M Bison's been bad and done something 
wrong 

but when he meets Van Damme he will cer¬ 
tainly be gone 

How about that, eh! 

Steven Mionto 

SEAL:My head hurts. y 


Just to remind you, in case you 
neglected to read the intro, Seal's 
Mailbag is now sponsored by those 
arbiters of gaming good taste and 
purveyors of console excellence, 
Ocean. And we’re not just saying all 
those nice things because they’ve 
promised to supply one of their 
games to the letter/drawing of the 
month either. Honest. So don’t forget 
to send your preferred game choice 
in when you write in. Who knows, 
next time it could be you. Possibly. 


am 
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Scientific research conducted by the University of 
Rochdale recently concluded that one of the major caus¬ 
es of stress in modern society is ignorance . One particu¬ 
lar field where the scientists voiced great concern was in 
the area of video game knowledge with certain cases 
displaying some extremely worrying symptoms . The 
commonest of which is writing in to console mags like 
NMS professing a deep affection for all things pink, 
round and suction-related\ cuddling the hoover and 


going all gooey over baby animal documentaries . A con¬ 
dition known in the medical profession as Pustulaneous 
Kirbophelotamitis or, more commonly, Paul Davies fever 
This condition is becoming more widespread daily: NMS 
is mounting a campaign to help prevent its further spread 
and you can help by sending your queries in to HELP 
DOCTOR ANDY EVE GONE ALL PINK, FLUFFY AND HAVE 
STARTED TO TALK LIKE PAUL DAVIES Q&A, NMS Priory 
Court, 30-32 Farringdon Lane, London EC1R 3AU 


STEVIE WONDER 

O Dear Andy 

Please could you 
answer a few questions 
for me 

1. Are there any cheats for 
Batman on the Game Boy? 

2. Batman is the only game I 
have got. What should I get 
next? 

3. Are Gargoyle's Quest and 
Balloon Kid worth getting? 

4. Are there any cool car racing 
games? 

Robert Gwynn Jones 



ANDY: 1. Alas none that 
either we or Konami 
know of. You might try 
the good ol' Konami 
cheat - Pause the game then 
press UP, UP, DOWN, DOWN, L, 
R, L, R, B, A and START. That usu¬ 
ally does something in practically 
every Konami game. 2. You must 
get Tetris , Kirby's Dream Land, 
Super Mario Land, Wario Land, 
Zelda: Link's Awakening , Monster 
Max... They're all classics, get 
them and write in when you're 
bored. 3. Gargoyle's Quest is 
okay, Balloon Kid is cack. 4. 
Indeed yes, investigate Micro 
Machines, Race Days and the still 
good FI. 

DIANA ROSS 

Dear Andy 
Please could you 
answer my questions. 

1. What's better, 
Bomberman 1 or Bomberman 2? 

2. What do you think is the best 
Game Boy game apart from 
Tetris? 

3. What is the best sports game 
on the Super NES? 
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4. Where can I order a back issue 
of NMS for November 94? 

5. Which Super NES game 
should I get next? I already have 
DKC, Stunt Race FX, Starwing 


Edition , Smash Tennis and NFL 
94. 4. Give Tower Publishing a 
call on 0858 468888 and ask the 
nice lady/man who answers the 


meg game? If so, will it have 
similar graphics to that of DKC? 
3. I found that in Final Fantasy 3, 
when I got to the triangle island I 



let the monster inhale me, then 
the main character went all 
blocky so I saved my game. 
When I returned I found I had 
gained many secret items, do 
you know why? 

4. What qualifications do you 
need to work in a great mag like 
NMS? 


and Mario World? 

6. What's better Sim City or 
Theme Park? 

7. Is FIFA 95 coming out for the 
Super NES? 

8. Is Flashback worth getting for 
£ 20 ? 

9. Will there be a sequel to DKC? 
Andrew White, Peterborough 



ANDY: 1. I've got to 
plump for Bomberman 2 
because the levels are 
more interesting. 2. We 
did a poll in the office and decid¬ 
ed to nominate Zelda-.Link's 
Awakening, but Paul insists that I 
put Kirby Pinball in too. 3. There 
are too many so take your pick 
from International Superstars 
Soccer, NFL Quarterback Club, 
NBA Live 95, Jam Tournament 


phone. 5. You should definitely 
get Mario Allstars and Super 
Metroid. 6. I love 'em both and 
can't choose. 7. No, but ISS is 
loads better anyway. 8. Reckon 
so. 9. Keep a look out for Diddy's 
Adventures in the last quarter of 
this year. 


MICHAEL JACKSON 

Q Dear Andy 

Please could you 
answer the following 
questions. 

1. Why don't Squaresoft start 
releasing their brilliant RPGs over 
here? I'm sure many people 
would prefer to buy their games 
in this county rather than having 
to buy a dodgy convertor for US 
imports with an £80 price tag. 

2. Will Chrono Trigger be a 32 


Andrew Bass, Camberley 


O ANDY: 1. Nintendo UK 
actually have the first 
option on all Squaresoft 
releases and I imagine 
they'll be giving Square's new 
releases a great deal of consider¬ 
ation. 

2. Apparently so but the graphics, 
despite the huge size of the cart, 
will be sprite-based, the majority 
of the memory going on the vast¬ 
ness of the game. 

3. Sounds like you've hit on a bit 
of a cheat there. Should've writ¬ 
ten in to NHS. 

4. Well, I've got a degree in 
Furniture Design, Paul used to be 
a care assistant and Gary, well he 
has an MA in Being Hard from the 
university of life - so qualifications 












the most Lastability? 

5. Will the excellent game 
Civilisation ever see the light of 
day on the Super NES? 

I hope these questions weren't 
too stressful for you highness. 
Jonathon Bentham, Catford 


O ANDY: 1. Theme Park in 
the next issue and Sim 
City sometime in May or 
June hopefully. 2. Uni 
Racer is the one to watch. 3. It'll 
last the year and probably apply 
for its free buss-pass sometime in 
mid '96. 4. Any game with a 
multi-player capability ie 


MARVIN GAYE 

Dear Andy 
Please could you 
answer my questions. If 
you do it will make me 
feel very special and wanted and 
famous. 

1. When will Muscle Bomber 
come out? You reviewed it nearly 
eight months ago and there's no 
sign of it anywhere. 

2. I have Barkley on my copy of 
NBA Jam, but my mate Jaz has 
someone called Majerle. is this 
cart special and is worth any 
more because of this? 

3. Is International Superstar 
Soccer a game that will last? 

4. I am in love with Kirby. Please 
send me is address so I can send 
him a valentine card. 

5. Why is Gary so ace? 

L Ambrose, Skipton. 

O ANDY: 1. Marubeni are 
currently considering 
releasing this ace grap- 
pler. Let's hope they 
make the right move. 2. Charles 
Barkley had his own game out 
from a different software house 
which is why his visage was with¬ 
drawn from early copies of Jam. I 
doubt whether it's worth much 
though. 3. Yes, Ja, Oui, Si and 
verily indeed it is. Buy it with 


incredible verocity. 4. You may 
reach Kirby via his personal secre¬ 
tary Paul Davies at the usual 
address. 5. You truly are a super 
person. 

PJ AND DUNCAN 

O Oh mighty one called 
Andy 

Please could you spare 
a couple of nanosec¬ 
onds to answer my most humble 
questions. 

1. When are you planning to do 
reviews of Sim City 2000 and 
Theme Park? 

2. Are there any good racers in 
the pipeline for 95? 

3. Realistically, how much longer 
do you think the Super NES will 
survive? 

4. Which game do you think has 


Bomberman, Mario Kart, NBA 
Jam TE, International Superstar 
Soccer etc... 5. Unlikely, although 
I wouldn't rule out an enhanced 
version for the Ultra 64. 

OTIS READING 

O Dear Andy 

Please answer my ques¬ 
tions 

1. When is Bomberman 
3 coming out and how much will 
it be? 

2. Will Bomberman come out for 
the Ultra 64? 

3. Which is better Secret of Mana 
or Zelda: Link to the Past? 

4. What's better, Cannon Fodder 
or Syndicate? 

5. How come Nintendo have not 
yet made a prototype of the Ultra 
64? 

Savi Solanki, Farnham 


hove little to do with it. 
Enthusiasm's the key. And having 
a large cash sum set aside for 
bribes. 



O ANDY: 1. Not for ages 
and I've no idea of the 
price. 2. I would dearly 
hope so. 3. Both are 
truly awesome so get 'em both. 4. 
Cannon Fodder is tougher but 
Syndicate is more involving. As 
I'm a gaming moron I prefer 
Cannon Fodder. 5. Who says they 
haven't... 


MICK HUCKNALL 

« Dear Andy 

I have reached a point 
where I have too many 
questions bouncing 
around inside my head for me to 


cope with, so I decided to consult 
the best man for the job, but fig¬ 
ured I'd give you a go first, so 
here we go. 

1. A few days ago Japan suffered 
their worst earthquake for 50 
years. How will this affect the 
games industry, especially Sega 
and Sony who have recently 
released new machines and 
Nintendo who intend releasing 
theirs later this year? 

2. At last year's Future 
Entertainment show I played 
Cruis N' USA and decided that if 
Nintendo continue to produce 
games of this quality Sega and 
Sony will have a lot of work to 
do. However, I was slightly disap¬ 
pointed with the game's speed. 
Will the home version be faster 
than the arcade? 

3. I have recently bought a hi-fi 
and would like to connect my 
Super NES. Could you help? 

4. Do you have any more info on 
the Manchester United game I 
keep hearing about? 

5. Will there be any more Star 
Wars games now that the trilogy 
is complete? A dark Forces game 
using DKC or FX technology? 

6. Do you have any more info on 
the SFX Motorbike game? 

These questions have left me 
very excited so I am going to 
have to be sedated. Bye 
Richard Foster, Cheltenham 

O ANDY: 1. Oddly enough 
the biggest problem for 
most manufacturers is 
going to be one of 
export as Kobe is one of the 
major shipping ports in Japan. 
Otherwise it seems to be pretty 
much business as usual for most 
developers/manufacturers, apart 
from poor old Konami whose 
Kobe-based HQ apparently sank 
a few feet in the quake. 2. 

Hmmm, we've played it and 
didn't find any problem with the 
speed. Perhaps you played an 
early version. 3. Simple. Purchase 
some Super NES AV leads and 
insert the two audio plugs in the 
back of your amp under the 
"AUX" channel. Alternatively 
bung the whole lot into the back 
of your telly via the "SCART" input 
and then connect your telly to the 
amp in the same manner. Of 
course you must have a TV with 
SCART capability. 4. It's coming 
out soon, keep an eye out for a 
special Cantona edition too. 5. I 
doubt anything like Dark Forces 
will ever reach the Super NES 
although I wouldn't rule out the 
Ultra 64. But I also wouldn't rule 
out someone making a nice plat¬ 
form game or three out of the 
forthcoming Star Wars films. 6. 
You're talking about Dirt Trax FX, 
it's by Electro Brain and it should 
be out later on this year. 
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COLLISION COURSE 

In any beat 'em up when two characters are fight 
ing there are only a limited amount of ways in / xm 

which two moves can collide. This is because 
each character has only a relatively small range 
of moves. Such is the range of moves, specials 
and blocks in Weapon lord that the program¬ 
mers reckon there will be in excess of 130 
such outcomes in any given match, and that's 
to say nothing of the awesome combo poten¬ 
tial this entails. With the almost dizzying complexity 
and depth of play Weapon lord purports to have, it certainly 
looks like it will breath new life into a fairly stagnant beat 'em up 
market. More next issue. 


When a game appears that reckons to put the likes of 
Super Street Fighter and Mortal Kombat II in the 
shade, you naturally take the claim with a large pinch 
of salt However, when that game is the brainchild of 
two ex-Capcom programmers, both of whom were 
heavily involved in the many SF2 projects, you sit up 
and take notice. The game in question is Namco’s 
Weapon lord and the men behind the would-be mas¬ 
terpiece are James Goddard and Dave Winstead. 


LOUD OF AJLL T. 


BAR. BAR. BAR. BARBARIAN... 


Currently 70% complete and taking up a whopping 24 megs. 
Weapon lord differentiates itself from its contemporaries in 
that the combatants hack the seven shades out of each other 
with huge battle axes, mighty swords and such, hence the 
name. It also boasts a ground-breaking combat system that is 
more complex and more accurate than in any other beat 'em 
up currently available. Weapon lord is due for a May release 
and looks very promising indeed, until then feast your blood¬ 
shot eyes on our EXCLUSIVE Work in Progress... 


So far there have been Clay-based battlers, fighters from the 
Nth Dimension, Samurai, Robots and even Rabbits. Weapon 
Lord's principle combatants, on the other hand, are all 
Barbarians. Demented, dangerous weapon wielding 
Barbarians, and they're big chuffers too - one of Weapon 
Lord's many claims is that the main sprites are amongst the 
largest in any game on the Super NES. Boasts aside, there 
are seven characters from which to choose. Korr is the 
main man looking a bit like Arnie but with bigger muscles. 
Other characters include Divada - a sorceress intent on 
sapping the life-force from her victims, Zorn - a thief with 
a penchant for big axes, Gen Tai - a fearsome she-war- 
rior, Bane - a sort of goat-wolf monstrosity, Talazia - a 
falcon-turned-warrior and finally the Demon Lord himself. 

The boss of the tournament and a bit tasty 
in the weapon department himself. 

Of course, I can have any one 
of 'em 


NEW BEAT ’EM U 
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FROM SF2 TEAM! 


CAUGHT OFF GUARD 


Whilst most beat 'em ups have one basic blocking 
method Weapon lord has three and, more worry- 
ingly, several ways for your opponent to break your 
through your block - the dreaded Guard Drop 

manoeuvre. Fortunately there are also ways 
of defeating your opponent's guard 
drop too. Here's an example - a 
> Normal block is defeatable by a 
^ Jbi J guard drop but a Thrust block will 
IPP / repel it. A thrust block, however, is no 
match for a double strike. And so it 
goes with the many special attacks too. 

When two attacks collide sparks fly, pro¬ 
viding the attacks are of equal strength and no 
damage is done.However, some are more powerful 
than others and it is possible for one attack to pre¬ 
vail and knock the weaker player's weapon aside 
and plenty of damage is done! The guys behind the 
project also reckon to have the fairest, most 

accurate damage bar too. 

Is there no end to 

their brag- 


i* -■ 

( A 

■ . ipr A 

, ft ^ Srj* jt 


i 




















Footy games are not exactly a rarity on the Super NES, but US Gold 
have been busily cooking up a violent little variation on the ‘beauti¬ 
ful game’ they hope will go through the opposition like a Predator 
through Crystal Palace fans. And they’re pretty fanatical about the 
well-nigh finished product - sending a helicopter down to whisk 
NMS up to their development HQ, and bunging us a pair of Aston 
Villa sunglasses in the process. But wifi the game be any kop? 



PETER ‘PLAYMAKER’PERFECT 

He's the token sickening 
goody goody, with Paul B hair¬ 
cut and cheesy wotsit grin. But 
you have to admire his mid- 
field skills, which frequently 
set up perfect scoring opportu¬ 
nities with well-placed punts. 


BARRY ‘10 BELLIES’ BARGER 

A citizen of the Republic of 
Geordieland who knows the 
lyrics of every Lindisfarne 
record and is due to have his 
own beer. When Barger gets 
going he elbows opposing 
defenders out of the way. 


JERGEN ‘CHEAT’ GDIVERMAN 

His career rise has been his 
fall, so to speak. An unpopular 
German (is there any other 
kind?) his theatrical diving 
makes him the Stephen Fry of 
Soccer. This rotten trick has a 
quarter chance of working in 
the penalty box. 


MARCO ‘MARKER’RIGATONI 

Known as The Italian Stallion, 
partly because he's the rocky 
road to ruin for many of his 
female fans. His special skill is 
an ability to doggedly mark 
the best opponent players. 


IF THE CAP FITS... 

One of Fever Pitch's innova¬ 
tions is the special player/ 
special move scenario. Seven 
star players have been devel¬ 
oped, each with a unique 
ability giving them an edge 
over the bog-standard play¬ 
ers. These players are visually 
distinct, so you can spot when 
they have possession. 
Different national squads 
have a different quota of 
stars, and when you play a 
tournament you start to 
acquire them on the strength 
of your performance. It's pos¬ 
sible to hand-pick a super¬ 
team of 'Trickys' or 'Bargers'. 


HEAD DOWN THE ISLE 

Fever Pitch is open to charges of being a tad irre¬ 
sponsible since it openly encourages a bit of aggro 
— just when the FA and the people who fit seats in 
stadiums would rather they didn't. It's an optional 
feature, and it's thankfully limited to the pitch, but 
the range of nasty tackles spans fouls and dives to 
out-and-out head butting. These are all accompa¬ 
nied by sickly thudding sound effects, and the occa 
sional yellow card. 
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I GET READY TO RUMBLE 

m US Gold are encouraging you to have 
B 'ver lads' round by including a five- 
player multi-tap option. Teams can be 
A split into any combination, so four can 
A gang up on a disliked mate. However, 
it's a strange sort of multi-player 
A mode, with each team having one 
human-controlled player at a time, 
alternating between the different 

mr 


WORLD II If MOTION 

The development of Fever Pitch has had the cen¬ 
tral aim of producing speed. It's a total depar¬ 
ture in style from US Gold's last footy game, 
World Cup '94, which had loads of 
set-piece gubbins and strategy 
bit. For Fever Pitch develop¬ 
ers Silicon Dreams this is 
nancy boy stuff. Pick up 
a joypad and get stuck 
in. Although running on 
an isometric display, it 
tanks a long at a con¬ 
siderably faster rate 
than FIFA, and that's 
in spite of large play¬ 
er sprites derived 
from fully ren¬ 
dered Silicon 
Graphics 
images. 

” ~~Wi 


DICKY TRICKY’ DISCORAMA 

Columbia's second finest 
export after, well Gold Blend 
naturally. Tricky's a speedy lit¬ 
tle dread head, and tipped for 
more fame than any other 
character. He cheekily avoids 
every challenge by taking the 
ball on a gravity-defying hop. 


ERNIE LE STRIKER’ CONTAINER 

The temperamental Gaelic 
star whose feet hardly touch 
the ground (as they're usually 
embedded in spectator's bod¬ 
ies). Aptly mirroring his per¬ 
verse nature is his ability to 
curve the ball at ludicrous 
angles for sneaky scoring. 


EMO ‘BALL-BLAZER’ BIKOMO 

He learned everything he 
knows from a tribe that wor¬ 
ship Jack Charlton, and this 
must have contributed to his 
amazing shooting powers, 
which literally scorch the ball 
into the net. 
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Have we got news for you! On a recent jaunt the NMS team decided to go in search of the truth, the 
whole truth, and nothing but the truth surrounding the name on everybody’s lips - the Ultra 64 . And 
where did we go? Where else but to the heart of the development for the machine, to the heart of 
the company that started the ball rolling, Silicon Graphics. 

Be prepared to witness to some of the most stunning graphical sequences you’ve ever seen any¬ 
where on any machine. It’s the voyage of a lifetime and one that we are only now starting to recover 
from. Tighten those seat belts and prepare to meet the console that is set to take the video games 
industry by storm. 



“ This is [another] real-time, Nintendo Ultra 64 environment ” 

















" These images are only possible using Silicon Cartridge. You cannot 
duplicate it on CD-Rom, the performance is just too slow!” 



(ABOVE) Though it's still d 
these are computer-generated images , 
the magic is in the realistic movement. 








(ABOVE) "No blocks, no artifacts , no 
matter how close we get." Unlike 
Ultra 64, games like Doom on PC use 
a technique called 'Point Sampling' to 
store images. Problem is they're just a 
bunch of pixels when viewed close up! 


THELOWDOWN 

First and foremost let us inform 
you that the project is bang on 
schedule. The chip sets for the 
machine have already rolled out 
and the results are staggering. 
Bear in mind the screenshots 
contained in these pages are not 
highly produced computer ani¬ 
mations, but the actual real-time 
game environments that the 
Ultra 64 will be able to produce. 

WELCOME TO 
PERFORMA TOWN 

We've all seen the mock-up shots 
of Mario standing in Virtual 
Town, USA, but what many fail to 
realise is that Silicon Graphics 
have actually constructed this vir¬ 
tual town as a model to experi¬ 
ment with many of the techno¬ 
logical advances possible with 
the Ultra 64. Given the name 
Performa Town, we're taken 
through this cyber community to 
demonstrate some of the finer 
technological details that will 
ensure the Ultra 64 is the most 
realistic console gaming experi¬ 
ence to date. 

HIGH END LOAD 
MANAGEMENT 

Ever since the dawn of the racing 
game, be it in the arcade or at 
home on console, programmers 


have been faced with the prob¬ 
lem of 'updating'. You know the 
sensation of when you're driving 
round the track, and instead of 
objects scaling in from the dis¬ 
tance as they would in real life, 
the objects literally 'pop' into 
view even though they weren't 
there a couple of seconds ago. 
This happens plentifully in 
PlayStation's Ridge Racer game, 
and is primarily due to the 
processor being so overloaded 
that it is forced to make objects 
jump into the frame. To combat 
this problem, the Silicon 
Graphics team have developed a 
process known as High End Load 
Management. A system that 
allows the graphics to scale 
smoothly and realistically, 
regardless of where you are in 
the game environment. 

ANTI-ALIASING 

Another breakthrough by the 
team will end gamers' 
headaches the world across. 
Known as Anti-Aliasing, the 
effect is to stop the annoying 
blurred effect of lines as they 
scale into view. As you can see 
from the screenshots, with the 
system switched off, the horizon¬ 
tal lines of the fence and the 
edges of the building, are seem 
to move and ripple. With the 
Ultra 64, however, every single 


pixel on screen is rounded-off to 
make the sensation of moving 
over solid ground all the more 
realistic. 

TRI-UNEAR MID-MAP 
INTERPRETATION 

But what is the use of inventing 
all of these techniques if the 
object themselves aren't up to 
scratch. In the world of video 
games programming there are 
two ways to compose objects 
within the game. First off, is a 
technique called Point Sampling. 
In a game like Doom on the PC, 
Point Sampling is used to create 
the objects. From a distance, and 
as they scroll by, the objects look 
fine, but as soon as you venture 
too close to another character or 
a wall, the result is just a series 
of coloured blocks. According to 
Silicon Graphics, the Ultra 64 
can overcome pixel problems 
with a whole new system called 
Tri-Linear Mid-Map Interpolation 
(phew!). Basically what this does 
is to prevent the textures of the 
objects breaking up into individ¬ 
ual pixels, and so, no matter how 
close-up you go, the object will 
maintain its clarity. What's.more, 
the system has been built into 
the very silicon of the chip sets so 
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“What we are looking at are real-time game environments that 
Nintendo’s Ultra 64 will be able to produce” 


head of Nintendo Australia, with 
top investigative tactics. After 
their constant badgering, he 
finally gave into their demands 
releasing incredible details about 
the system specifications, accord¬ 
ing to his information the Ultra 
64 will have the processing 
power of five, count 'em, 486 
PCs running simultaneously! With 
all this power the mind boggles 
as to what possibilities the 
machine holds. Already a mood 
of increasing optimism is building 
around the machine as develop¬ 
ers begin to realise its world¬ 
beating potential. 

NOT LONG NOW... 

If having to wait until next year 
means that the Ultra 64 will be a 
fully completed machine with a 
library of top titles ready to roll at 
release, it will be a worthwhile 
wait indeed based upon what 
we've already seen. Although the 
machine and software are still in 
development, Nintendo are 
already feeling confident enough 
that they have enough early 
product to show the industry at 
the forthcoming E3 show in Los 
Angeles in May. And we can con¬ 
firm that NMS will be there to 
give you the fullest, most exact 
details of what is bound to be the 
console machine to end 'em all. 
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(ABOVE) Without the benefit of excellent load management, 'Performa Town' 
suffers from a great deal of 'image popping' - a glitch where objects suddenly 
appear from nowhere instead of scaling smoothly into the foreground. This 
won't happen with Ultra 64. 



every developer should be able 
to produce similar effects. 
However our sources at Silicon 
Graphics have informed us that 
these results are only achievable 
using cart-based technology, 
because the performance of a 
CD-ROM would be just too slow. 

POSSIBLE GAME 
ENVIRONMENTS 

Enough of the town and stunning 
shark demos, what we really 
want to see are the games them¬ 
selves. Now even though the fol¬ 
lowing screenshots are of actual 
Ultra 64 quality, they haven't 
been confirmed as possible titles, 
and are - like the town and shark 
demos - merely exercises in test¬ 
ing and showing how the hard¬ 
ware can be put to serious gam¬ 
ing uses. 

ULTRA NEWS FROM 
AUSTRALIA 

As if all of this top insider info 
from the heart of Silicon 
Graphics wasn't enough, our 
spies on the other side of the 
planet in Australia have been 
working overtime to get even 
more exclusive info. Our 
antipodean NMS counterparts 
have been on the case of the 





















( No matter how far we get, objects move smoothly and realistically. 



(ABOVE) As you can see from this 
demo, Perform a Town on Ultra 64 is 
as real as possible. The water tower; 
the windows on the buildings; the 
trees - everything is stored and repre 
sented as a perfect whole. 
Unbelievable - but true! 
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HAGANE 


HUDSON SOFT 
SUPER NES 


BLAST 


A game of quality and distinction if ever there was one. Why can't they all be made 
like this? An atmospheric cyber-ninja setting is the backdrop for platform antics, 
the likes of which have not graced the Super NES since the days of Ghouls and 


NINTENDO 

GAME BOY 



Ghosts, Super Contra or Castlevania III. Cool weapons, devastating special moves, 
twisted bosses and a level of challenge guaranteed to keep even the most hard¬ 
ened of gamers at bay for a long time. No self-respecting collection should be 
without this gem. 


Okay, so we all know that this is just 
Bomberman with Wario's head pasted in, but 
that doesn't stop this being one of the coolest 
games around. It manages to emulate the 
action of the Super NES version very well, right 
down to the four-player option. Well, if you 
have a Super Game Boy and a Multitap, that 
is. Normal 'Boy owners are left to battle alone, 
which is the only real reason to moan about 
what is otherwise a brilliant game. 


NINTENDO 


SUPER NINTENDO 


A genuinely novel twist on the racing theme. 
One or two players take control of Unicycles 
and set off at breakneck speeds over a large 
series of twisty, loopy, stunty tracks. Mucho 
joypad wrangling is the order of the day as 
vital speed-boosts can be obtained by per¬ 
forming complex stunts throughout the race. 
Not to everyone's taste perhaps, but amazing 
fun in two-player - especially when rivals are 
equally matched - and ultra-challenging on 
your own with three cups to go for, and a bit 
more besides. Give this one a go, you won't 
regret it. 
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SUPER DROPZONE 

SONY 

SUPER NES 

Following in the recent fashion footsteps of rehashing, revamping and reissuing old 
games in spangly new guises comes Sony's Super Dropzone, or, to be more pre¬ 
cise, Archer Maclean's Super Dropzone. The basic game has been around in one 
form or another since the days of the near-legendary Commodore 64, although 
Paul reckons he's seen it in a cave painting! Sarcasm aside, the game is a sort of 
Defender clone developed by the titular Mr Maclean way back when, with one to 
four players rescuing errant scientists from their alien captors on the moons of 
Jupiter. The side-scrolling blasting action is at its most rootsical - fast, furious and 
blimmin' unrelenting. Super Dropzone also features cool weapons, homing mis¬ 
siles, cloaking devices, smart bombs and backdrops scanned from pictures of 
Jupiter's actual moons. Cor! Playability get's no more refined than this and to cele¬ 
brate the game's launch Sony are offering ten lucky readers the chance to win a 
copy of this fine game and a pair of tickets each to a Laser Quest near you. 



TOPPER DROPZONE COMPETITION 




LASER 

QUEST 


Laser Quest is as close to the 21st 
Century as is humanly possible! Battle 
for supremacy in a labyrinth of sound, 
light and action, armed only with a 
Light Phasor and Body Pack. Using 
state-the-art technology, Laser Quest 
simulates the science fiction environ¬ 
ments previously only seen on the big 
screen, allowing you to stalk your ene¬ 
mies, either alone or in a team. All 
players receive a scorecard at the end 
of each mission which logs all shots in 
order to compute the winner with the 
highest score. 

Your appetites for destruction should be well 
and truly whetted by now. All you have to do 
to win is answer these three simple questions: 

1. Dropzone was originally developed for 
which machine? 

a. Commodore 64 

b. Speak and Spell 

c. A Typewriter 

2. Which of the following is NOT one of the 
moons of Jupiter? 

a. Oswaldtwistle 

b. Ganymede 

c. Callisto 

3. What weapon do you use at Laser Quest? 

a. Inter-continental Ballistic Missile 

b. A spud gun 

c. A Laser Phasor 




All answers to DROPZONE COMPO at the 
usual address. To arrive no later than April 
30th. 




NEXT MONTH 
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BASKETBRAWL LEMMINGS 

8.99 10.99 

SNES GAMES 

• = NEW GAME 

AIR CAVALRY- .39.99 

BATMAN RETURNS .26.99 

BATTLETECH • .44.99 

BOXING LEGENDS OF THE RING .40.99 

BUBSY .15.99 

BUBSY2- .38.99 

CANNON FODDER .40.99 

CLAYFIGHTER 2 • .49.99 

CRAZY CHASE- .39.99 

DEMOLITION MAN • 39.99 

DESERT FIGHTER • 19.99 

DONKEY KONG COUNTRY .49.99 

DRAGON .39.99 

EARTHWORM JIM .49.99 

FIFA SOCCER .35.99 

FLINTSTONES (THE MOVIE) .35.99 

..49.99 


COUPON - DEDUCT £3 UNTIL MAR 31 

INDIANA JONES’ GREATEST ADV .48.9! 

COUPON ■ DEDUCT £3 UNTIL MAR 31 

INTN'L SUPERSTAR SOCCER • .39.9! 

JOHN MADDEN'93 .9.9! 

JUNGLE BOOK .37.9! 

JURASSIC PARK .19.9! 

KEVIN KEEGAN PLAYER MGR .19.9! 

KICK OFF 3 41.9! 

LEGEND .35.9! 

LEMMINGS 2 .45.9! 

LETHAL ENFORCERS (WITH GUN) .59.9! 

LION KING .48.9! 

LORD OF THE RINGS- .37.9! 

LOST VIKINGS .19.9! 

LOST VIKINGS 2- .45.9! 

MADDEN‘95 .37.9! 

MAN UNITED CHAMP SOCCER .36.9! 

MARIO ALL STARS.39.9! 

MEGA MAN X.33.9! 

MICKEY’S ULTIMATE CHALLENGE • ...38.9! 

MICKEYMANIA .45.9! 

MICRO MACHINES .38.9! 

MORTAL KOMBAT .17.9! 

MORTAL KOMBAT 2 .49.9! 

MR TUFF- .40.9! 

NBA LIVE ‘95 (BASKETBALL) .44.9! 

NFL QUARTERBACK CLUB • .49.9! 

NHL '95 (ICE HOCKEY) .37.9! 

NHLPA '93 ICE HOCKEY .14.9! 

NO ESCAPE • 38.9! 

PACMAN 2 • .34.9! 

PGA TOUR GOLF .19.9! 

POP *N‘ TWINBEE .23.9! 

PORKY PIG - .41.9! 

POWER RANGERS.44.9! 

POWERDRIVE .37.9! 

SECRET OF MANA .33.9! 

SENSIBLE SOCCER .19.9! 

SIDE POCKET- .41.9! 

SIM CITY .19.9! 

STAR TREK: FLEET ACADEMY • .37.9! 

STARGATE • .49.9! 

STARWING .14.9! 

STREET RACER.34.9! 

STREETFIGHTER TURBO .25.9! 

STUNT RACE FX .41.9! 


WARBIRDS DESERT STRIKE 

14.99 24.99 

SUNSET RIDERS .26.99 

SUPER BC KID •.40.99 

SUPER BOMBERMAN (4 PLAYER) .19.99 

SUPER BOMBERMAN 2 .40.99 

SUPER KICK OFF .19.99 

SUPER MARIO KART .33.99 

SUPER MARIO WORLD .19.99 

SUPER METROID .41.99 

SUPER PUNCH OUT- .39.99 

SUPER RETURN OF THE JEDI .48.99 

SUPER STAR WARS .34.99 

SYNDICATE .37.99 

TERMINATOR 2 .19.99 

THE ADV OF BATMAN AND ROBIN .48.49 

THE MASK • .37.99 

THE SIMPSONS 

- ITCHY AND SCRATCHY • .38.99 

THE SMURFS- .33.99 

THEME PARK (DUE APRIL) .36.99 

THUNDER IN PARADISE • .41.99 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE .26.99 

TRUE LIES- .49.99 

TURN AND BURN .19.99 

UNIRALLY • 39.99 

WARIO'S WOODS • 34.99 

WING COMM - SECRET MISSIONS .19.99 

WORLD CUP USA'94 .19.99 

WORLD LEAGUE BASKETBALL .12.99 

WWF RAW • .38.99 

ZELDA 3 - LINK TO THE PAST .26.99 

MEGADRIVE GAMES 

ALIEN 3 .17.99 

ATP TENNIS • 39.99 

BONKERS • 32.99 

BOOGERMAN- .44.99 

CANNON FODDER .36.99 

CLAYFIGHTER • .37.99 

COMBAT CARS .17.99 

COOL SPOT .19.99 

DAFFY DUCK IN HOLLYWOOD • .35.99 

DEMOLITION MAN • 36.99 

DUNE 2 (BATTLE OF ARRAKIS) .35.99 

EA TENNIS (IMG INTL TENNIS) .24.99 

EARTHWORM JIM .43.99 

ECCO 2 -THE TIDES OF TIME .33.99 

EURO CLUB SOCCER .14.99 

FIFA INTERNATIONAL SOCCER ‘95 .36.99 

FLINTSTONES (THE MOVIE) .31.99 

JELLY BOY- .33.99 

JIMMY WHITE’S SNOOKER .25.99 

JOHN MADDEN‘92 .9.99 

JOHN MADDEN ‘93.14.99 

LEMMINGS .17.99 

LETHAL ENFORCERS (WITH GUN) .52.99 

LETHAL ENFORCERS 2 .37.99 

COUPON - DEDUCT £3 UNTIL MARCH 31 

LHX ATTACK CHOPPER • .15.99 

LION KING .39.99 

LOTUS TURBO CHALLENGE .17.99 

MADDEN NFL ‘95 36.99 

MEGA BOMBER MAN .31.99 

MEGA GAMES 1 

WORLD CUP ITALIA ‘90. COLUMNS, 

SUPER HANG ON .15.99 


MEGASWIV • .33.99 

MICKEY AND DONALD 

- WORLD OF ILLUSION .17.99 

MICKEY MOUSE .16.99 

MICKEY'S ULTIMATE CHALLENGE • ...38.99 

MICKEYMANIA .38.99 

MICRO MACHINES 2 .36.99 

MORTAL KOMBAT .29.99 

MORTAL KOMBAT 2 .43.99 

NBA LIVE '95 (BASKETBALL) .36.99 

NFL QUARTERBACK CLUB • .41.99 

NHL ICE HOCKEY ‘95 .35.99 

NHL PA ICE HOCKEY ‘93 .13.99 

PETE SAMPRAS TENNIS (4 PLAYER GAME) 36.99 

PGA EUROPEAN TOUR .29.99 

PGA TOUR GOLF 3 38.99 

POWER RANGERS.32.99 

POWERDRIVE ... 

POWERMONGER 
PROBOTECTOR ... 

PSYCHO PINBALL 
RED ZONE. 

REVENGE OF SHINOBI 
RISE OF THE ROBOTS 
RISTAR • 


.33.99 

.11.99 

.37.99 

.36.99 

.37.99 

.13.99 

.44.99 

.35.99 

ROAD RASH 2 19.99 

ROAD RASH 3- .31.99 

ROBOCOD (JAMES POND 2) .12.99 

RUGBY WORLD CUP '95 .37.99 

SENSIBLE SOCCER .19.99 

SENSIBLE SOCCER INTERNATIONAL ...29.99 

SHINING FORCE 2 .39.99 

SKITCHIN’ .16.99 

SOLEIL • 39.99 

SONIC THE HEDGEHOG . 

SONIC 2 . 

SONIC 3 . 

SONIC AND KNUCKLES . 

SONIC SPINBALL . 

SPEEDBALL 2 . 

STORY OF THOR • . 

STREETS OF RAGE . 

STREETS OF RAGE 2. 

STREETS OF RAGE 3. 

STRIDER. 

STRIKER • . 

SUBTERANNIA • . 

SUPER KICK OFF . 

SUPER MONACO GP . 

SUPER STREETFIGHTER 2 

SYNDICATE . 

THE INCREDIBLE HULK- ... 

THE SMURFS- . 

TOE JAM AND EARL 2 . 

TOUGHMAN CONTEST •. 

TRUE LIES- . 

URBAN STRIKE . 

VIRTUA RACING . 

WWF RAW • . 

WWF WRESTLEMANIA . 

ZERO - KAMIKAZE SQUIRREL - 

32X GAMES 

COSMIC CARNAGE • .45.99 

DOOM .47.99 

MOTOCROSS CHAMPIONSHIP • .35.99 


. ...9.99 
...19.99 
...39.99 
...39.99 
...19.99 
...14.99 
...42.99 
...16.99 
...19.99 
...39.99 
...9.99 
...35.99 
...32.99 
.19.99 
..11.99 
..46.99 
...34.99 
.19.99 
..33.99 
..21.99 
..40.99 
..41.99 
..35.99 
..49.99 
..45.99 
..12.99 
..37.99 


DIRTY LARRY RAMPAGE 

8.99 8.99 

STAR WARS ARCADE .47.99 

SUPER AFTERBURNER • 35.99 

SUPER SPACE HARRIER • .35.99 

VIRTUA RACING DELUXE .47.99 

JAGUAR GAMES 

AIR CAR WARS .45.99 

ALIEN VS PREDATOR .50.99 

BUBSY BOBCAT .37.99 

CANNON FODDER .41.99 

CHEQUERED FLAG .50.99 

CLUB DRIVE .42.99 

CRESCENT GALAXY (TREVOR MCFUR) 32.99 

DEMOLITION MAN • 37.99 

DOOM .49.99 

DRAGON • .45.99 

EVOLUTION DINO DUDES .34.99 

INTERNATIONAL SENSIBLE SOCCER ...51.99 

IRON SOLDIER .47.99 

KASUMI NINJA (AGES 17+) .49.99 

PINBALL FANTASIES • .41.99 

RISE OF THE ROBOTS • .45.99 

SYNDICATE •.45.99 

TEMPEST 2000 .46.99 

THEME PARK .45.99 

TINY TOON ADVENTURES .46.99 

ULTIMATE BRAIN GAMES .47.99 

VAL D'ISERE SKI-ING • .45.99 

WOLFENSTEIN 3D .46.99 

ZOOL2 .37.99 

ATARI LYNX GAMES 

APB .14.99 

BASKETBRAWL .8.99 

BILL AND TEDS EXCELLENT ADV .8.99 

CASINO .8.99 

CHECKERED FLAG .10.99 

CHIP’S CHALLENGE .8.99 

CRYSTAL MINES 2 .8.99 

DESERT STRIKE .24.99 

DINO OLYMPICS .8.99 

DIRTY LARRY - RENEGADE COP .8.99 

ELECTRO COP .14.99 

GATES OF ZENDECON .14.99 

HOCKEY .8.99 

LEMMINGS .10.99 

MS PACMAN .14.99 

NINJA GAIDEN .14.99 

PAPERBOY .14.99 

PINBALL JAM .8.99 

RAMPAGE .8.99 

RAMPARTS .24.99 

SCRAPYARD DOG .8.99 

SHADOW OF THE BEAST .8.99 

SHANGHAI .8.99 

SLIMEWORLD .8.99 

STEEL TALONS .14.99 

SWITCHBLADE 2 8.99 

TOKI .24.99 

TOURNAMENT CYBERBALL .14.99 

TURBO SUB .8.99 

VIKING CHILD .8.99 

WARBIRDS .14.99 

WORLD CLASS SOCCER .8.99 

XENQPHOBE .8.99 

ZARLOR MERCENARY .8.99 


HUGE range Redesuie 
10am to 8pm Daily 

FREE -16 page colour catalogue - just phone 

01279 600204 

Order by fax on 01279 726842 - we ll fax back to confirm receipt 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN 

Members receive our 48-page Colour Club Magazine bi-monthly. Each issue reviews a 
selection from our extensive range and includes at least £30 worth of coupons for 
additional savings on top products. Members are under no obligation to buy anything. 

MEMBERSHIP FEES UK EC WORLD 

ONE YEAR (6 months) 7.00 aoo) 9.00 ( 6 . 00 ) 11.00 ( 7 . 00 ) 

One year price includes six issues of Special Reserve magazine with £180 of XS Coupons 

All prices include VAT and 2-3 working day carriage to UK mainland 
Software and peripherals are sent by post, hardware by White Arrow 
Allow one or two days for processing and despatch of stock items 
We issue confirmations of all orders received 

Overseas orders must be paid by credit card 

Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 

- KETO 

(BLOCK CAPITALS please) 

Name & Address_s 


Phone No _ 


PLEASE STATE MEGA DRIVE, SNES OR LYNX 

.Machine_ 


Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


item 


item 


item 


Please use this box to add any optional fast delivery charge 

1st Class Post 40p per posted item or £10 hardware 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P. O./Access/Mastercard/Switch/Visa 


CREDIT CARD 
EXPIRY DATE _ 


Cheques payable to: SPECIAL RESERVE at 
P.O. BOX 847, HARLOW, CM21 9PH 

Inevitably some games listed may not yet be available. Please phone to check availability. 
Prices and offers may change without prior notification. SAVE = Saving off full retail price. 
PRICES CORRECT AT TIME OF GOING TO PRESS. 23.2.95 E .& O.E. 
Inter-Mediates Ltd, 2 South Block, The Makings, Sawbridgeworth, Herts. CM21 9PG. 





SUPER NINTENDO DEALS 

SUPER NES WITH STARWING .79.99 

SUPER NES WITH STREETFIGHTER TURBO .79.99 
SUPER NES MARIO ALL STARS PACK .89.99 

SUPER MARIO 1,2 AND 3 PLUS LOST LEVELS 
GAME (ON ONE FOUR-GAME CARTRIDGE) 

SUPER NES WITH DONKEY KONG COUNTRY ..111.99 

(ALL OF THE ABOVE COME WITH ONE NINTENDO JOYPAD) 

SUPER GAMEBOY ADAPTOR FOR SNES ....44.99 

PLAY GAMEBOY GAMES IN COLOUR ON YOUR SNES 


ATARI LYNX 2 

ATARI LYNX 2 BATMAN RETURNS PACK 

POWERFUL 16 BIT COLOUR HANDHELD 
WITH STEREO SOUND, BACKLIT 
SCREEN FOR NIGHT OR DAY PLAYING 
AND BATMAN RETURNS GAME 

MAINS ADAPTOR FOR LYNX 

HIGHLY RECOMMENDED 
AS BATTERY LIFE IS SHORT 11.99 


29.99 



HUGE range of hardware, software, fjs^Asy*** 

books, peripherals and leads for 

PC, CD Rom, Amiga, CD32, Sega, %<*»<**d GIU 

Nintendo, Atari, Apple, Sony, Philips and 3DO. 

All official UK products, all at HEAVILY discounted prices 

Order by post, or by phone or come to one of the Special Reserve 

OPEN 10am to 8pm CLUB SHOPS 7 DAYS A WEEK 

43 Broomfield Rd CHELMSFORD near the bus station 
The Meltings SAWBRIDGEWORTH near the train station 

Over 250,000 people have joined Special Reserve 


SNES EXTRAS 



MEGADRIVE 2 DEALS 

MEGADRIVE 2 + EURO CLUB SOCCER 69.99 
MEGADRIVE 2 +SUPER KICKOFF 69.99 

MEGADRIVE 2 +SONIC 2 .85.99 

MEGADRIVE 2 +SONIC 3 .105.99 

MEGADRIVE 2 + LION KING .105.99 

(ALL OF THE ABOVE COME WITH 2 SEGA JOYPADS) 

MEGADRIVE 2 + VIRTUA RACING 114.99 

WITH 1 SEGA JOYPAD 

MEGA CD DEALS 

ALL MEGA CD PACKS INCLUDE 8 GAMES 

ROAD AVENGER, SOL FEACE, COBRA COMMAND, COLUMNS, SUPER 
MONACO G.P, STREETS OF RAGE,GOLDEN AXE, REVENGE OF SHINOBI 
MEGA CD 1 WITH TOMCAT ALLEY AND 8 GAMES (AS ABOVE) .174.99 
MEGA CD 1 CONNECTS TO MEGADRIVE 1 OR 2 TO PLAY CD GAMES OR MUSIC CDS 

MEGA CD 2 WITH TOMCAT ALLEY AND 8 GAMES (AS ABOVE) . 174.99 

MEGA CD 2 CONNECTS TO MEGADRIVE 1 OR 2 TO PLAY CD GAMES OR MUSIC CDS. 


NINTENDO CONTROL PAD. 

16.99 



QUICKJOY SN PROPAD. 

WITH AUTOFIRE (TWO 
SPEED) AND SLOW MOTION 

12.99 


48 $ 



LOGIC 3 LOGIPAD. 

WITH MICROSWITCHED 
DIRECTIONAL CONTROL 
AND AUTOFIRE 
13.99 


QUICKJOY SN PROGRAM 
PAD. PROGRAMMABLE 
JOYPAD CAN HOLD UP TO 
THREE PRESET MOVES IN 
MEMORY. WITH AUTOFIRE 
AND SLOW MOTION. 

19.99 


SAITEK MEGAPAD 6. 

WITH MICROSWITCHEb 
DIRECTION CONTROL, 
AUTOFIRE AND SLOW 
MOTION. 

12.99 




ASCIIPAD SN JOYPAD. 

WITH TURBO FIRE AND 
SLOW MOTION. 

12.49 


MEGADRIVE EXTRAS 



LOGIC 3 SPEEDPAD SG. 

SIX BUTTON JOYPAD WITH 
AUTOFIRE 
9.99 



SEGA ARCADE 
POWERSTICK 2. 

SIX BUTTON JOYSTICK 
WITH AUTOFIRE AND SLOW 
MOTION ... 33.99 


SAITEK MEGAMASTER SG6 
JOYSTICK. SIX BUTTON 
JOYSTICK WITH AUTOFIRE 
AND SLOW MOTION 
16.99 



ASCIIPAD. SIX BUTTON 
JOYPAD WITH TURBO FIRE 
AND SLOW MOTION 

14.49 


PANASONIC 3DO WITH POWER KINGDOM ...385.99 
AMIGA CD-32 WITH 7 GAMES .220.00 



PHASE 9 GRADUATE. 

SIX BUTTON JOYPAD WITH 
AUTOFIRE AND SLOW 
MOTION 
12.99 


Us 



SAITEK MEGAPAD X. 

SIX BUTTON JOYPAD 
WITH MICROSWITCHED 
DIRECTION CONTROL, 
AUTOFIRE AND SLOW 
MOTION 
13.49 


ATARI JAGUAR 
64-BIT CONSOLE 

179.99 


WITH JOYPAD AND CYBERMORPH GAME. 
STATE OF THE ART CONSOLE WITH 16.7 
MILLION COLOUR CAPABILITY AND A 
PROCESSOR WHICH IS CLAIMED TO BE 55 
TIMES FASTER THAN A MEGADRIVE OR SNES. 


* V * 

LIGHT GUNS 19.99 

FOR MEGADRIVE OR SNES 
FOR LETHAL ENFORCERS 
AND SNATCHERS 

SECOND GUN 17.99 
STATE M/DRIVE OR SNES 



SEGA 

32X...149.99 

SEGA 32X EXPANSION 
FOR MEGADRIVE 
WITH £50 CASHBACK 
COUPONS ON 32X 
SOFTWARE 
SLOTS INTO THE CARTRIDGE PORT ON TOP OF 
THE MEGADRIVE 1 OR 2 AND MULTIMEGA, 
ALLOWING USE OF NEW, IMPROVED 32 BIT 
SOFTWARE, REALISTIC 3D ENVIRONMENTS 
AND PROVIDING FULL DIGITAL STEREO SOUND. 




























































































































































































































































































































































































KONAM! 


SUPEH HiHUHuu 


TM 


ENTERTAINMENT SYSTEM 













